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You know, New Year's—not just the day, 

but the whole period from December 26th 
through February—is my second favorite 
holiday. Oh sure, it lacks the wild costumes 
of Halloween, the patriotic bombast of the 
Fourth of July, and the spiritual significance 
of Easter (my number one fave). And it 
definitely doesn’t have the potential for loot 
and/or reverence that Christmas/Hannukah/ 
Kwanzaa/Festivus/etc. have. But New Year's 
has its own special secret weapon—it over- 
flows with a sparkling optimism, a freshly 
renewed hope, an invigorating potential that 
no other holiday can touch. 

Was last year rough? Didn't go your way? 
Forget about it. This is a new year and 
everything will be better. Was last year 
good? Great, even? Then hold on—this 
year's going to hit the afterburners and rock- 
et you to Saturn. In short, New Year's is all 
about celebrating the future and everything 
it can be. And this year—2010? The future is 
looking amazing. 

Check out this very issue of PTOM, whose 
avalanche of impending awesomeness has 
re-sculpted the very tectonics of the maga- 
zine. Our normal preview and feature sections 
simply could not contain all that we needed to 
cram into them, so we've scooped them out 
and dropped in the mother of all 2010 preview 
features. At 40 pages, it may be the larg- 
est single feature PTOM has ever done. But 
it's what we needed to do to show you the 
100-plus PS3 games charging up to rock your 
world over the next 12 months—and that's not 
even counting PSN games or downloadable 
add-ons. Now that's our kind of future. 
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“We are all interested in the future, for that 
is where you and | are going to spend the 
rest of our lives." 


~ Plan 9 from Outer Space 


Not only is the future phenomenal, it's 
here now. Mega-massive new Sony fran- 
chises MAG, Heavy Rain, and White Knight 
Chronicles will all be on shelves by February, 
and the feverishly anticipated God of War 
Ill and even the elusive Gran Turismo 5 will 
follow closely behind. Add in sizzling third- 
party games like Bayonetta, Split/Second, 
Dark Void, BioShock 2, and Darksiders 
(among others), and the first three months of 
2010 look ready to blow the last few holiday 
seasons away. Simply put, the future holds 
more great gaming than any normal human 
being can handle. 

Finally, the future also holds the return of 
an old friend. As you may remember from 
my November 09 Editor's Note, I’m not 
PTOM’s permanent Editor in Chief—I’ve just 
been keeping the seat warm and the engine 
purring for the next guy. And I'm thrilled to 
say that next guy is the one and only Gary 
Steinman, a former PTOM-ian who will return 
and become the permanent Editor in Chief 
starting next issue. 

As for me, l'Il be heading back to Games 
Radar.com, where | hope you'll all visit. But | 
can't go without taking a moment to say how 
much fun l've had over the last four months 
and (except for a few late-night typos that 
will haunt me forever—it's the curse of an 
editor) how very proud | am of the work 
we've done. It's been a privilege to work with 
such a fine crew and serve such great read- 
ers like you folks. You rock. Thank you, and 
have a fantastic 2010. 
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4 f \ The Motion Controller 
will release (possibly after a 
slight delay). However, legitimate 
support may take longer, and 
ultimately, its impact will be 


marginal...even though its 
actually pretty cool. з 
а 





God of War III will 
break PS3 sales records 

















page 8 
and possibly launch with 
There its own unique console 
will be another design, much like Konami's 
Buzz Quiz game... Limited Edition PS3 released 
and several more in tandem with Metal Gear 
page 9 Guitar Heroes. Solid 4. Could our mocked- 
up vision be realized? 
page 12 
page 14 
page 16 
page 17 


There will be a 
bad movie based on a 
videogame and a bad 
videogame based on a 
movie. Why not 100%? 

page 18 Because we're being 
optimistic, dammit. 

кат 












Major first party titles like Killzone 3, inFamous 2, 
and Resistance 3 will be announced and shown at E3...but 
none of them will be out until 2011. At least we'll have Metal 
Gear Risingto keep us busy next holiday season. 


page 20 


Dedicated cross- 
game voice chat will finally 
be implemented. We're 
thinking late spring. 






The ridiculous 
Netflix disc, which you 
currently need in order 
to enjoy Netflix Watch 
page 21 Now on your PS3, will be 
rendered redundant when 
Sony introduces a more 
user-friendly streaming 
video solution similar to 
the one currently available 
on Xbox LIVE. 





PlayStation. The Official Magazine 





Our educated guesses about what will happen in 2010 
and the % chance each prediction will come true 





PSPgo owners 
Home will finally become the will finally be able to 
hub of your PS3 experience as a host transfer their UMD 








of exciting and innovative new social games to their lovely 
networking tools are introduced. new system. 





The PS3 will finally break even 









with the 360 in terms of overall sales The Yugo will be 
(despite the 360’s year-long head start) a selectable ride in Gran 
thanks largely to its $300 price point Turismo 5, but since the 

and exclusives like God of War IIl and game’s a simulation, it 
Uncharted 2. won't actually run. Available 






colors: White and Rust. 























Large firmware updates will The PS3 will 


add all three of the following features: receive another price 
il i improvements to PSN Gamercards, drop, possibly down to 
facelift те го p pii m a more intuitive game invite system, $250. In turn, the PSPgo 
and the ability to install all games to will drop to just $200. 


custom snap-on "faceplates"...in 
Japan at least. But maybe we'll see 
neon green and fluorescent yellow 
consoles here in the States by the 
end of the year. 


your hard drive to reduce load time. 









Support for PSP eJ @ 


Minis will remain steady 





Sega will bring Yakuza 310 the thanks to the efforts 
U.S., and HR will have a talk with Roger - а of small, independent 
ФЭЙ about continuously frequenting the | developers, enabling S 
Hostess Clubs in the game. | Sony to reduce the price EyePets will 
of these games. The become sentient by 


iPhone will finally have late 2010 and begin 
some competition. plotting to enslave 
the human race. 
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System Update | The stories everyone's talking about 


With Р5З sales finally on the rise, we take a look back at how 
we got here...and where we're going 


he numbers don’t lie. Following the launch of the new version of the PS3 on September 1, 2009, Sony went on to sell 

nearly 492,000 units in the month—in North America alone. That’s well over double the number sold the previous month. 

And it's a similar situation around the world. In the first three days of going on sale in Japan, 150,823 redesigned PS3s 

were sold, almost doubling the numbers from its original 2006 launch. And within a week of going on sale in the UK, the 
smaller, less-expensive form factor saw an increase in sales of 999-percent. That’s not a typo—it’s a big number. 

However, Sony has mentioned that despite this impressive 280-percent year-on-year sales increase, the new PS3 was actually 
20-percent behind the first week’s sales of the PS2’s slim redesign. Sort of shocking given that the PS3 has finally hit its stride 
and reached a more accessible price point. Naturally, this got us thinking: What other fascinating facts could the history of our 
platform contain? So here you go—a PlayStation history lesson...by the numbers. 











Launched in 2000, the 

PS? is still the best-selling 
console ever, with over 138. 
million units sold by 2009. It 
started strong with 500,000 
sold at launch, generating 
arecord-breaking $250 
million. The slim line was 
launched in 2004 and saw 





Sony's first PlayStation launched 


in 1994 (1995 in the U.S.) and As a result, the PS2 claimed 
shipped 800,000 units a 75-percent share of the 
in its first year. console market. 


sales quadruple in Japan. 










2000 and went on to outsell 
/ every console on the market, | 
( including the newly launched. 
PS2, By 2008, a total of 125 
million PlayStations had. 












been sold. 
The PSP was released in 2004, selling 
200,000 at its Japanese launch and 
500,000 on day one in the U.S. Despite 
the equivalent of a $100 price hike for 
the European launch, it sold 185,000 
< units in the UK alone. 
; 4 The PSPgo has reportedly increased 
ee PSP sales by 120- to 300-percent, 
According to Sony, the PS3 was depending on territory. To date the 
the fastest PlayStation system to PSP has sold a total of 51.99 5 
sell one million units, taking only million units. aut а! n J 
six weeks to hit the milestone. It The new PS3 is the fastest redesign of a Sony console yet. 
m E launched in Japan in 2006 and sold Both the PSone and the slim PS2 arrived four years after their 
81,639 units in the first 24 hours. respective larger counterparts were launched while the PS3 
The American launch was chaotic 


redesign has taken less than three years. While sales have been 

strong—more than doubling month-on-month in North America 

and increasing as much as 1,000-percent in the UK—the PS3 is 
-still lagging behind the mighty PS2 in terms of overall sales. 


with at least one man shot when 
tensions flared in a line. As of this 
year, it's sold 24.6 million units. 
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Will introducing 
water to 
LittleBigPlant 
prove to be a 
refreshing 


change of pace? 
Or an error of 
biblical flood 
proportions? 









| he developers over at Media Molecule are just about ready 99 

~ bust open the flood gates and introduce water to LittleBigPlanet leBigPlanet , 
and while we're sure it'll mean buckets of fun, we can't help but 
WES flashback to our traumatic past experiences with water in games. 
So in honor of what LBP won't be, we've documented some of the worst 
water levels PlayStation has to offer. 





S FOr 


THE REGULAR GAME: Breathtaking run-and-jumper that took the best 
parts of Tomb Raider and dragged them out of the "905. 


THE WATER LEVEL: While the rest of the game makes you feel like 

a daring adventurer capable of leaping through ruins, scaling walls, 
and disarming trigger-happy villains, this damn jet ski handles like a 
pregnant dump truck on ice and forces you to stop dead in the water 

if you want to shoot. If you're going to take the time to make a raging 
rapids level and force us to sloppily churn a path through a river loaded 
with rocks and bombs, at least let us fire off a couple of rounds while 
we're zipping along. As it is, stopping allows the flowing water to push 
you backwards as you attempt to line up a shot, making this the worst 
PS3-exclusive water level to date. 





THE REGULAR GAME: Pits the entire Marvel universe against its most 
menacing villains in a four-player brawl-fest. Basically, a modern-day 
Gauntlet with superpowers. 


THE WATER LEVEL: Rather than just let you roam around Atlantis freely 
(using some magical Dr. Strange spell as a convenient excuse), you're 
forced to creep through the water as if you're flying through syrup. It's 
not horrendous in short bursts, but the amount of time you're forced to 
spend contending with the nightmarish controls is unreasonable. Plus, 
Ultimate Alliance relies heavily on backtracking, so you're often grab- 
bing keys or flipping switches in one area and then retracing your steps 
to some previous room. Not an immediately repugnant device, but when 
you're floating along at a snail's pace, even Mephisto's fiery hell sounds 
better than soggy old Atlantis. 


Kingdom Hearts II 

THE REGULAR GAME: Mind-blowing tag-team between Disney and Square 
Enix that blends two distinct empires into one legendary action RPG. Oh wait, 
that's the first one. The second game is like that with more moping. 


THE WATER LEVEL: The game does "pull a water level" by drastically 
changing the way the game is played, but in this case, it's not with 
impractical controls or a fidgety camera. Instead, you have to sing along 
with Ariel, Sebastian, and the rest of Atlantica (from The Little Mermaid) 

as countless fish prance around to a busted-ass rhythm mini-game. One 
of the defining annoyances of all water levels is the sudden change in how 
the game handles, both in terms of the character controls and the in-game 
physics. Kingdom Hearts II manages to avoid these ongoing problems by 
completely switching genres with a lazy, torturously long song-and-dance 
number. Which is worse? 
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This is the premier, next-gen game links site, 
built for the community by the community. 
FileRadar not only puts the power of game file 
distribution in your hands, but lets you 
feedback to save everyone a load of time 
and grief. It takes the power of a site like 
Digg and applies it to the most essential | 
part of games you're either actually 
playing or want to play: 




























The Downloado 
There are millions of places Netiwide | 
to download from, and only FileRadar 

umbrellas them all while empowering 
you to tell each other not only which 
are the best files to get, but what are 
the fastest and easiest places to get 
them from. With a thriving community of 
informed gamers all networked together 
to either be the first to playtest a hot new 
game or enhance the games they already love, 
how can you go wrong? 
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ACTIVISION DIDNT WANT 
MODERN WAR 


Infinity Ward studio head 
























On making Modern Warfare: “activision didn’t want Modern 
Warfare. They thought working on a modern game was risky and ‘Oh my 
God, you can’t do that.’ They were doing market research to show us we 
were wrong the whole time.” 


On bettering Modern Warfare: “is a daunting task. The game 
exploded past our wildest expectations. There's a lot of fans out there that 
have supported us, and you want to deliver to them an experience that’s not 
disappointing in any way.” 


On the new multiplayer: “There are loads of new features: customizable 
killstreaks, deathstreaks, more Create-A-Class classes, customizations, multiple 
attachments. There's even power ups on the Perks so.you can level them up." 


On Taskforce 141: «its an international coalition. They’re generally put 
together based on the needs of the mission. It'll be Delta Force, it'll be Rangers, 

it'll be SAS, the CIA—they'll put them all together to be able to do specific missions. 
Things like capturing high-value targets." 


On changing the пате: “tt has always been Call Of Duty: 
Modern Warfare 2. Now we purposely left [Call Of Duty] off because 
we don't want the game to be called Call Of Duty 6. We want it to be 
Modern Warfare 2. We want people to know this is a 
sequel to Modern Warfare. We are trying to sepa- 
rate the brands out a little bit. Other games kind of 
live in their own space and our games live in this 
space. That was the intention. What do you call 
The Empire Strikes Back? It's not Star Wars 2." 


On the technology: “We started with our 
last engine and then replaced the renderer, 
[then] we added the streaming. The renderer 
gives us extra definition in the lighting and the 
shadows. The streaming technology gives из 
the ability to have bigger maps, but that is 
not the big win. The big win is local areas 

are more detailed because you are able 

to put in higher resolution textures. Stuff 
that doesn't drastically change gameplay, 
but does make it more believable." 
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here's no doubt that the experiences we're having right now on PS3 are more creative, interesting, and 
experimental than ever. The inventiveness of the PixelJunk games, the pioneering first-person acrobatics 
of Mirror's Edge, the incredible cinematic ambitions of Uncharted 2: Among Thieves—it's all good stuff. 

| But there are some things that will never change. Conventions that are so hardwired into gaming that to 
escape them would require rethinking the world as we know it. Whether it's mute heroes or stern haircuts, these 
are the things that are so commonplace they're practically inescapable. Here are the worst of the worst. 




















MOST OVERUSED IN: Infamous, 
Fracture, Star Wars: The Force 
Unleashed, Haze 

Most games feature a wealth of 
futuristic technology: Incredible 
robots, amazing weapons, 
fantastic spaceships, incredible 
robots firing amazing weapons 
from fantastic spaceships. So 
how is it that, in a world filled 
with gravity guns, time travel, 
and wristwatch radios, no one 
has come up with styling wax 
or a bit of gel. Or a comb, even. 
Instead, the future is full of 
military grade-one buzz cuts. 
Could it be that there's no future 
for men's grooming in an age 

of post-apocalyptic space war? 
Does mankind evolve beyond 
petty vanity? Or, maybe—just 
maybe—it’s easier to render... 















MOST OVERUSED IN: Resistance 2, Ratchet & Clank: A Crack In Time, 
Killzone 2, Resident Evil 5 
“Hi, is this R&D? It's Grand Overlord Zang here, supreme ruler of the Theta 
dimension and ruin of man. I had a question about the attack droids. No, no, I'm 
fine with the measurements; 600 feet is a good size for fusion-powered, robot 
locust. No, | just wanted to check about the exposed reactor core you've got 
hanging out the back of the thing. Yeah, the one that glows orange. You don't 
think that will be a problem? I can't help but think that one man with, say, a 
machine gun might be able to blow the whole thing up if he shot that a little bit. 
What's that you say? Нед have to get behind it first? And you're sure that won't. 
happen? Okay, well, that's fine then, sorry to bother you." 









MOST OVERUSED IN: Infamous, Dark Sector, Prototype 
Normally when you catch an exotic virus, you'll writhe in agony for 
several hours before swearing off fast food forever, and explosions 
will generally leave you experiencing life as a series of liberally 
ax 115; Dal lels ` scattered chunks. Not in videogames, though. No, on PS3, you're 
MOST OVERUSED IN: Operation Flashpoint: Dragon Rising, Borderlands, far more likely to find your disease-riddled or recently exploded 

Red Faction: Guerrilla, Killzone 2 c body suddenly developing wild and exotic powers. Come on modern 
This is an easy one: no matter where you go, no matter what war you medicine, why can't we shoot lighting from our hands? 

fight in, there will always be barrels. Barrels apparently filled to the brim 
with highly unstable explosives that react to just having the word "bullet" 
whispered at them. The only thing more certain is the fact that guards will 
never realize the danger. Instead, their first (and last) thought when you 
burst out shooting will always be, “РП be fine behind this 60-gallon drum 
of aviation fuel." 
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Girls Cause Trouble 
MOST OVERUSED IN: Prince of Persia, Resident Evil 4, Dead Space 
Whether she’s getting kidnapped, holding some lost secret, or 
being really pretty, if there's a woman involved, there's a good 
chance all the bloodshed and carnage will be over her. This isn’t 
sexist; it’s just basic game design. Apparently. 


Mam 83 
The Dead Meat 
MOST OVERUSED IN: Infamous, 
Call of Duty: World At War, Killzone 2, 
Resident Evil series. 
Are you the only man on the team who 
can't perform a mission-vital role? Have 
you, at any point, said something like 
"this is my last mission" or spoken of a. 
loving fiancé/family/pet iguana? Did the 
developers refrain from actually giving 
you a name? If you answered “yes” 
to any of these questions, then stop 
whatever you're doing and get the hell 
out of there. You couldn't be any deader A 
than if you were wearing a red shirt on d 
Star Trek. It's nothing personal, but a й 
sudden senseless loss of life always 
spices up a flagging second act. If you've. 
made no real impact by that point, don’t 
worry about how you're getting home. 


















n 


f 






MOST OVERUSED IN: BioShock, Half-Life 2, Call Of Duty series, Far Cry 

| Just try going an hour without speaking to anyone and see what happens. Chances 

are, it will probably end with more than a few creeped-out looks or a visit from 

social services. Either way, people get uneasy around silent people— especially 

Я į silent people carrying guns. But in your average FPS, it’s possible to make lifelong 
friends, discover important information, and coordinate complex attacks on enemy 

The Judas installations all through the medium of insistent staring. кча 














MOST OVERUSED IN: Assassin's Creed, Prince of Persia: The Sands 
of Time, Mirror's Edge, Brütal Legend 

It's usually the guy with the beard. Not always, admittedly. But 

| chances are, whether you're a secret sect of assassins or a crack 
vu team of soldiers, there'll always be one bearded jackass on your 

=, team who's just waiting for a vulnerable back to stab. Thing is, 
they're usually obvious. If your average hero paid a bit more 
attention, he'd probably save the world a hell of a lot sooner. Things 
to look out for: does he /ook evil? Even a little bit? If it's a girl, is 
there a hint of dark make up? Does she turn to the camera after 
talking to you and mutter things like "Sooner than you think' 
More than you'll ever know." If so, take aim and shoot now. 
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hink you’re always 
playing the good guy? 
Yeah right. A little sim- 
plification is all it takes 
to expose the moral bankruptcy 
and social deviancy lurking 
within the game plots we all 
know and love. Boil things down 
to their basic narrative elements 
and a dark side will bubble to 
the surface of even the most 
innocent stories. Read on and 
find out the kind of horrors 
you’ve really been partaking in. 


BioShock 

A sleeper agent causes the 
downfall of a rightful ruler, 
collapses the local social struc- 
ture, then leaves and takes 
young girls with him. 


Doom 
A zealous military man kills 
visiting foreign dignitaries. 


Eat Lead: The Return of 
Matt Hazard 

A has-been star reacts violently to 
the cancellation of his contract. 


Eternal Sonata 

A mentally divergent 39-year-old 
man earns the trust of a termi- 
nally ill 14-year-old girl and other 
disaffected children. He then 
takes them far away from home. 
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You never knew your favorite games were so wrong... 


F.E.A.R. 

А уоипа girl is psychologically 
abused, then treated with prejudice 
and contempt. 


Final Fantasy VII 

A troubled youth with delusions of 
military glory gains control of a terror- 
ist group under false pretenses. 


God of War 

A disgruntled employee murders 
his boss and coworkers before 
attempting suicide. He earns a 
promotion. 


Half-Life 2 (from Valve's 
The Orange Box) 

A disgraced former scientist wages a 
campaign of terror against the gov- 
ernment and endangers the populace 
by sabotaging a power reactor. 


Hitman 2 

A serial murderer claims repen- 
tance through religion, but goes 
back to his old ways as soon as 
money is short. 


Katamari Damacy 

An irresponsible drunk causes gross 
damage to public property, then makes 
his offspring clean up his mess. 


Metal Gear Solid 
A government puppet kills wronged 
military veterans. 
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Pac-Man 

An obese compulsive eater 
gains a sense of empowerment 
through drug use. 


Portal (from Valve's The 
Orange Box) 

An employee breaks profes- 
sional protocol and causes 

the destruction of company 
property. 


Prince of Persia: 

The Sands of Time 

A headstrong young royal 
brings trouble to his country 
in the aftermath of overseas 
aggression. 


Resident Evil 5 

A gun-toting American visits 
a developing nation and loots 
valuable natural resources 
while shooting defensive 
natives. He does so for the 
sake of freedom. 


Silent Hill 2 

A disturbed wife-murderer goes 
on town-wide rampage, killing 
female health workers. 


Tomb Raider 

A privileged aristocrat plunders 
developing countries, killing 
endangered local wildlife along 
the way. 










Actually, 3D isn’t the future of gaming. Sorry 


has been go- 
ing through a 
renaissance as 
of late thanks 
to recent advances in technol- 
ogy and the serious decline of 
butts in seats at movie theaters. 
As a way of encouraging view- 
ers to actually go to a theater to 
see a film (rather than waiting 
for its home release) it’s prov- 
ing effective: 3D films offer an 
experience that’s difficult to 
replicate at home 
with TV sets and 
cheap cardboard 
glasses. So 
naturally, games 
want a piece of 
the action too. 
But playing 
something in 
three dimen- 
sions is slightly 
trickier than 
slapping a pair 


of special specs on your face 
and watching objects pop out 
of the screen. For an experience 
on par with the local Cineplex, 
you'll need a 3D-enabled televi- 
sion (like an expensive, high-end 
model DLP HDTV) and a pair 

of 3D glasses—which, at the 
moment, are costly and difficult 
to locate. Another problem: 
many people still play games in 
standard definition. 

The technology will be refined 
and the specs will eventually 
decrease in price, but until the 
days of holographic projections 
(and, someday, holodecks), 3D 
will always feel more like a gim- 
mick—a gimmick that, thanks 
to the nature of the glasses 
on which it relies, significantly 
darkens the screen. Imagine 
playing Uncharted 2 with a pair 
of sunglasses on— no fun, right? 

Motion controls are sup- 
posed to be more “immersive” 
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Games like Avatar offer a few creative uses 
of the new 3D technology, but do they truly 
enhance the overall experience or are they 

merely gimmicks? We think the latter. 








as well, but anyone who’s ever 
used a Wii can tell you that too 
many games do it wrong, turning 
simple tasks into tedious, arm- 
aching quick-time events. We 
hope developers will be more 
ambitious with this extra dimen- 
Sion, but we're not optimistic. 

Basically, we've been spoiled 
by the future visions of Star Trek 
and X-Men. As consumers, we 
want something better than “a bit 
more depth." We want to reach 
into our TV screens and shake 
hands with Nathan Drake (and 
then wipe our hands off because 
you don't know where he's been). 
3D will only be the future when 
games stop being games and 
become interactive holograms 
instead. 





AGREE? DISAGREE? 
Send your thoughts on 3D gaming 
to PTOM_Letters@futureus.com 
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System Update | The stories everyone's talking about 












We tackle the tough questions and arm you with the technical 





if 





aming 




















iow сапта 
At present there’s no way to 
change your PSN ID. It is possible 
for you to change the individual | 
name on the user accounts of the 
PS3, but this won't change the j 
name that appears above your 4 
head when in lobbies or 
during matches online. P 





3 Your PS3 won't recognize every 
1 single type of video file that you throw 
atit, but it can handle the most common 
formats. If you are using WMA files then 
| you'll need to go to Settings/System Set- 
1 tings and enable WMA Playback before | 
E à your PS3 will play them. You might also Ҝ 
need to press Triangle on the drive à 

N icon and select “show all” for 

N them to be displayed in the а 
first place. " 











Unfortunately, no, you'll need 
| to leave the PS3 on if you want 
ща charge your DualShock 3 

or download some movies 
à or demos. We're hop- 


b, ing for a patch. 
~ 



















Well, for games that support infrastruc- 
ture multiplayer, you can play online using 
only your PSP so as long as you're near a 1 
Wi-Fi hot spot. However, if you’re playing а | 
game that only supports ad hoc (read: local) | ë 
EE multiplayer, you can use Ad Hoc Party to play 

À against people online through your PS3. 
This handy little program was only avail- 
able in Japan until just recently, but 4 D 
now you can just go download 4 í 
it from PSN. à 











— Моз! оѕв cameras are compatible 
with the PS3's built-in video chat, 
but if you’re thinking of LittleBig- 







It’s probably a lot cheaper and easier 
| than you think. You'll need a 2.5-inch Inter- А 
nal SATA drive. You should be able to finda Ш Planet, sticker creation is only possible | 
320GB one online for under $60 on sites like 2 if you splash the cash on an official | аа, a 
| NewEgg.com. Lots of them are advertised to | f пи D PS Eye camera. But it does come | 4 
| emphasize compatibility with PS3. In case | N with an integrated mic, so you'll y 





Y 








T с y y YOU WERE LOOKIN R? 
you missed our warning when we ran our be able to chat away without тагуга: sw 
y detailed how-to piece in the Oct. '09 4 having to buy a separate „4 | PTOM_Letters@futureus.com | 
Ь issue: be careful when you unscrew 4 CK headset. Pp 1 with the subject line “Tech | 
the old fastenings—those ча pe | Question” and you just 





N might see your problem 4 
» solved ina future 4 
issue. 


suckers are fragile. 
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augmented reality "- р-а 


1. TURN ON YOUR COMPUTER'S WEBCAM. TURN OFF ANY POP-UP BLOCKERS. 

2. PLACE THE PRINTED MARKER FROM THIS MAGAZINE FACE UP ON A 
FLAT SURFACE. 

3. PLACE YOUR WEBCAM SO THAT IT FACES THE MARKER. 

4. CLICK LAUNCH TO START THE EXPERIENCE. 


Le ара i 
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Blood and Gore 
Intense Violence 
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System Update | Тһе stories everyone's talking about 


THE QUIZ: 
N VS. DEVELOPER 


How much do developers know about their own games? And do their 
fans know more? РТОМ investigates! | his month: BioShock 


PTOM: Would you kindly answer a few questions about your game, BioShock? 
KEN LEVINE: “Seriously?” 








Ken Levine 





Creative Director 
2K Boston 








The protagonist’s name, Jack, is referenced exactly 
one time. When? 


A During the opening sequence on the plane. 
— B In the audiolog left by Jack's mother in the back of the strip club. 
С When Andrew Ryan reveals Jack’s true identity. 
D During the final cutscene of the “good” ending. 
*Hmm...oh, | know. It's on the damn letter his parents 


wrote to him in the opening..’Cause | remember every- 
_ one was like, ‘What’s his name? What's his name?’ And | 








Correct! And pretty interesting! 














D Rapture cannot die. 


[In a pained, dying 

и ee, Andrew Ryan voice...] 
Which firearm cannot be | “OBBEEEEEEEYYYYY!” 
upgraded for increased ООС Well done! 
damage? t " 





b: 






A Crossbow 
B Grenade launcher 
С Pistol 

_ D Chemical thrower 


“How do | know? What are the op- 
tions? [Listens to options] Pistol?” 


T 
Oh! Sorry, the correct answer is 5 
“chemical thrower.” a 
№ 
d 


да Kus на 
ше 


pm 
ши 





SCORE: 
lout of 1 


Yes. 


“Alri 











ight, sure.” 


In which section 
of Rapture is the 
winery located? 


A Farmer’s Market 

B Arcadia 

С Fort Frolic 

D Haphaestus 

“That’s easy. Uh, it’s in 
Arcadia but in the, uh... 
what's its name? [Listens 
to options] The Farm- 
ers Market! That's easy. 
Farmer’s Market in Arca- 
dia. Next question!” 


Correct! E: 


SCORE: 


2outof2 


a Quizzed by phone to ensure Google-free results 








Isaac Detrun Parker 
“Ridiculously devoted” BioShock fan 


Why did Andrew Ryan choose 
to hire McDonagh as his general 
contractor? 


A McDonagh impressed Ryan during 
his interview for the position. 

B Ryan was familiar with McDonagh's 
widely known reputation as an engi- 
neering genius. 

С The two met previously when 
McDonagh installed plumbing in 
Ryan's apartment. 

D McDonagh was the only person 
Ryan could find who was willing to 
build a city underwater. 


[Without listening to options...] 
"| totally remember that because 
| remember writing the scene. 
McDonagh went to install or fix 











never even thought about that until | was writing the let- Ryan's toilet in 
> ter, and | was like, ‘Oh I better figure out what his name is,’ so | just his apartment 
chose Jack. But | never knew 'til | sat down and wrote that scene." in New York, 


and Ryan liked 
the cut of his 
jib so he hired 
him right on 


Isaac put up.a good fight, but ultimately came up short of the seemingly 


all-knowing Ken Levine. After a strong start —confidently nailing the first two | 
questions —he hit a brick wall and couldn't quite come up with the us 
answers for questions three, four, and five despite trying val- 

iantly to talk himself through them. Better luck next time, Isaac! 


Ree 
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E 
БЕБА ща: 
ae 7 Correct! 
A Kill me! ва Опа 
„В Obey! huis ELE roll... — ee 
С Would you kindly. | um | 


Ek 






THE BURNING QUESTION 


Our question this month: 


“SOME KIND OF” PRODUCER, BLACK BOX (THE CREATORS OF THE SKATE FRANCHISE) 


“A partner of mine...we were working at Slam City Jam, the skateboard contest—it was an 
old one up in Vancouver; it was really popular—so we got known in the skateboard industry. 
He had an ‘in’ at EA, and they were developing a skateboard game long before Skate —I think 
they were trying to resurrect Skate or Die—and we got the call to be consultants. We were 


like, ‘That’s gravy,’ you know? ‘Hey we’re the skateboard guys, let’s consult!” 


“Unfortunately for us, that game got cancelled, but we got our foot in the door at EA. He 
got hired on a couple years later as somebody working on SSX. After SSX, they went back 
and said, “We want to get a skateboard game going." And then—I’m just glad because he 
said, “Hey, guess what, Cuz? I’m in, we're going, let's do it!" And from there on it just was 


gravy. So it was kind of flukey [laughs]. 


“It’s really surreal. | announce contests in real life, and | was announcing a contest last 
summer and this kid came up after and was like, ‘You’re the dude! | was playing [the game] 
this morning! He said the whole time he was taking his run, he felt like he was in the game." 


























All the other stuff that delights the PTOM crew and distracts us from our work— 


actually, it's the stuff we 


Battlestar Galactica: The Complete Series | Blu-ray | $175 (Amazon) 

What's the dumbest thing you've ever done? Eric's may have been to dismiss Battlestar 
Galactica after the pilot episode, calling it derivative of both the '80s BSG series (Why 
recycle all the nicknames?) and of Star Trek (A hot blonde with a number for a name and 
a robotic personality? How original.) As a result, he missed out on some amazing sci-fi 
TV—until now. Thanks to this titanic box set, Егіс can finally catch ир with the year 2004. 
Next, he’s going to rent that “Star Wars” movie everyone keeps talking about... 


Sony Reader Pocket Edition | Gadget | $200 

Although former PTOM Executive Editor and new EIC Gary Steinman's not officially back 
until next issue, he did drop by to show us a shiny trinket he acquired during his time in 

PC Gamer-land. According to Gary, he resisted e-readers because, frankly, books are pretty 
perfect as is. But this smaller-sized Sony reader won him over with its awesome e-ink 
(which is in just about every reader) and sleek interface. Best yet? No DRM, so you can buy 
what you want, how you want, and put whatever you like on there whenever you want. 


Call of Duty: Modern Warfare 2 | Game | $59.99 

What's this? A PS3 game in Et Cetera? Well, as Mikel Reparaz—GamesRadar.com editor 
and frequent PTOM contributor—says: "If you somehow haven't already picked up a 

copy of MW2, then you're missing out on a treat—the kind of treat that you start with the 
intention of playing one level, and the next thing you know, it's 4:00 a.m. and the credits are 
rolling." Mikel plays a /ot of games, so we're pretty sure he's spot on about this one. 


NEW PEOPLE Entertainment Complex | J-culture | Variable 

Publisher Viz is known for stellar manga such as 20th Century Boys and Black 
Lagoon, but its new San Francisco wonderopolis (www.newpeopleworld.com) adds 
more—lots more. It starts by selling Japanese books, toys, DVDs, music, and Tokyo 
street fashion. Then it adds a THX-booming, fully HD underground theater rolling the 
freshest and freakiest in Asian films. Finally, there's an Asian food cafe and an art 
gallery showcasing such luminary Japanese artists as Yoshitaki Amano (ask a Final 
Fantasy fan). Eric may never go home again. 


Night Falls Over Kortedala | Music | $14 

Even with the dawning of a new year, some things remain constant: Scott will still be 
listening to music none of us have ever heard of. Drawing on everything from ABBA to 
Tom Jones to Buddy Holly, this album is something of a whimsical tour through pop music 
past...and that just makes the quirky lyrics and soothing timbre of artist Jens Lekman's 
bari-tenor vocals that much more unexpected. Yet his silly, lovelorn lyrics provide a few 
lines that are just so ridiculous that you can’t help but fall in love with them. Scott says 
take his advice and check out one of Sweden’s finest exports. 
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hould make New Year's resolutions about, but don't. 


A Game of Thrones | Book | $7.99 

Roger likes to read books in bunches, so he often seeks out Fantasy book series in order 
to keep the adventure rolling beyond a few hundred pages. But he's also picky about 
authors, so after he finishes off all the works of a current favorite, he usually finds himself 
wandering the literary wilderness searching for the next great epic. Well, George R. R. 
Martin's A Game of Thrones has been around since 1996(!) but he's finally discovered it. 
At least he won't be re-reading LOTR for the eleventy-first time. 


Achewood | Webcomic | Free 

When Mikel’s not delivering headshots in MW2, he can be found perusing 
Cartoonist Chris Onstad’s long-running, dryly surreal comic at Achewood.com. 
An acquired taste, and one that takes a little while to fully understand, Achewood 
centers around the lives of four living stuffed animals, two cartoon cats, and 

a dirtbag squirrel who drives a tiny van. Strange, but Onstad’s well-realized 
characters and fun stylistic experiments (one recent story arc was structured like 
an illustrated text adventure) make it worth skimming through the archives. 


The Blade Itself | Book | $15 

What's this? Unsentimental Fantasy fiction that isn't just a romance novel for boys? 
It's also Gary's proof to Roger that it is possible to find good Fantasy books published 
in this century. The Blade Itselfis the first in a fast-moving trilogy that has the pacing 
of a graphic novel with the depth of literary historic fiction. Also: it boasts the best new 
character in a good while—Logen Ninefingers, the thinking man’s barbarian. 


Ciclovia | Idea | For you? Free! 

Back in the mid-’70s, the Colombian city of Bogota decided it needed a break from 
the heavy traffic that clogged its streets and polluted its air, and declared that 
every Sunday, the roads would belong to bikers and pedestrians. That's right, no 
cars. Thus, ciclovía was born. Recently, an environmental advocacy group has been 
lobbying for similar events in Los Angeles, and as a longtime denizen of LA, Scott 
can safely say that a day without cars would do the city a world of good (despite the 
inconvenience). Read more at LAtimes.com! 


Pop Quotes | Twitter | Free 

Gary's return doesn't just mark an influx of editorial expertise and knowledge for 
PTOM, it's also an infusion of hard-earned life experience garnered from...Twitter. Or 
as Gary puts it: "Forget the second-by-second updates about your friends' sandwich 
consumption habits. Here's a real reason to finally start a Twitter account—this 
brilliant collection of salty quotes from a 73-year-old grump." Go to Twitter.com/ 
shitmydadsays for all the wisdom you'll ever need. 


January 2010 | 21 





oO System Update | News and Trends | Interviews | Et Cetera | Blu-ray 


Blu-ray Central 











PRICE: RATED: 


| MOVIE | Perhaps Sam Raimi just needed to clean 
his palate of superhero shenanigans before moving 
on. Whatever the reason, Drag Me to Hell marks his 
triumphant return to horror and more than makes up 
for his Spider-Man 3 misstep. The Gift and A Simple 
Plan proved that Raimi was perfectly capable of 
making films of greater subtlety and intensity than 
his Evil Dead series, and Drag Ме to Hell is a perfect 
marriage integrating facets of both his horror and 
suspense work. It’s also simply the best horror film 
in quite some time. 


| EXTRAS | There's just an in-depth behind- 
the-scenes montage here, with Justin Long as 

your guide. It's well done and interesting, which at 
least partially makes up for the lack of commentary or 
anything else. 


MOVIE 
EXTRAS 
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PRICE: RATED: 


| моме | It’s likely that lovers of anime, or goofy PRICES RATED: 


THE LAST M Asian action in general, will really want to like this 
live-action take on the popular anime. Blood is fun 

in a cheesy kind of way. The dialogue is awful, the 
plot messy, and the action scenes vary between 
frustratingly bad and cool. Had Blood been given 

a tighter, more coherent script and better action 
cinematography, it would have been a real revelation. 
As itis, it’s merely an entertaining curiosity. 


| EXTRAS | A couple featurettes and a storyboard 
gallery. 





MOVIE 








EXTRAS 











PRICE: RATED: 


| моми | Asa love letter to fans, this BSG feature 
should make anyone still sad over the conclusion 

of the show a little happier. Focusing on the Cylon 
perspective, it gives plenty of insight and drama into 
characters that were on the periphery in the series. 
The production quality, pacing, and script are high and 
as it turns out, Commander Adama (aka Edward James 
Olmos) is a very talented director. 


| EXTRAS | The director and writer commentary 
is pretty dry, but the deleted scenes are more 
interesting. There's also a trivia game and 
documentaries that fans will dive into. 
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| MOVIE | Warner Bros. and DC Comics are still on 

a roll with this latest animated superhero release. 
Although it's hard to recommend paying full-price for 
a feature that is barely over an hour, fans will love 
the top-quality adventure anyway. Public Enemies 

is fun, entertaining, and action-packed, making it a 
worthy addition to the DC collective. 


| EXTRAS | As usual, there are some great extras 
here. The additional cartoon episodes from 

the Justice League and Superman shows add 
immense value, and there are also some well-done 
documentaries. 
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EXTRAS 





PRICE: RATED: 


| MDVIE | It’s hard to imagine what Fox/MGM were 
thinking by releasing only the first and last episodes 
of the solidly entertaining Stargate Atlantis and then 
calling it the “fans’ choice." Surely they could have 
found some choice-worthy shows in the middle. Sadly, 
this is the only HD treatment the show has gotten, but 
for die-hard fans or merely curious viewers, the disc 
is a decent primer for seeing what Stargate Atlantis is 
all about. Now, if only they'd actually start releasing 
whole seasons. 


| EXTRAS | None...nada...zippo. Apparently, Fox/MGM 
thinks SG fans don't like all that superfluous fluff. 


MOVIE 


EXTRAS 











22 | January 20 PlayStation 


Classic Blu 





Once upon a time, animated 
movies were all done by 
hand and here’s the proof. Snow 
White has never looked better and 
comes packed with goodies to 
share with your kids. 











[+] Supernatural continues to 
be one of the most distinct 
and mature shows on the CW, and 
has managed to move 
commendably beyond the cheap 
clichés and horror movie rip-offs 
of the first couple seasons. 








The original and still the 
best, Wonka looks and 


sounds better than ever, and 
fans will enjoy the commentary 
from the now-grown child 
actors. 


BODY BAG EDITION 





Although dangerously close 
to jumping the proverbial 
shark in the last several episodes 
of this season, Bones consistently 
entertains thanks to clever 
murders and some of the sharpest, 
most engaging characters and 
dialogue on TV. 














It’s very nearly 











tragic that this 
improbably good show is 
over, but at least fans 
can enjoy the entire run 
thanks to a great Blu-ray 
release. 





p SOM ANNIVERSARY EDITION | 











An iconic movie in every 
way, Warner Bros. has given 








this classic proper treatment with a 
beautiful restoration, booklet case, 
and plenty of solid extras. 








It's a miracle of karma that 
Earl managed to make it to 
season two, let alone four, but it’s 
a Satisfying end to a quirky and 
charming show with no shortage 
of sly humor and clever plotting. 














win Terminator Salvation 
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SALVATION 


In the aftermath of Judgment Day and the 
takeover by the machines, John Connor 
(Christian Bale), the destined leader of the 
human resistance, must counter Skynet’s 
devastating plan to terminate mankind. 

As he rallies his underground resistance 
fighters for a last, desperate battle, Marcus 
Wright (Sam Worthington), a mysterious 
loner from the past, challenges him with an 
impossible choice that will determine the 
future of the human race. 

Sounds good, right? You won't know until 
you see the movie—which you could do by just 
buying or renting it, but which you could also 
do by firing up ye olde computero and sending 
an email to PTOM TERMINATETHISQfutureus. 
com with the phrase “John Connor is Batman” 
in the subject line by January 12, 2010. One 
email entry per person please, and be sure to 
read the tiny-type rules at the bottom of this 
very page. Good luck! 





http://terminatorsalvation.com/ 

Terminator Salvation © 2009 T Assets Acquisition Company, LLC. Artwork © 
2009 Warner Bros. Entertainment Inc, Distributed by Warner Home Video. All 
rights reserved, 


Rules 
No purchase is necessary to win and as a contestant you have not 
yet won. One entry per person; multiple entries will be discarded. 
Entries must be received no later than January 12, 2010. The 
winners will be chosen on or about January 13, 2010, and will be 
Notified by email (or regular mail). The odds of winning depend 

upon the number of entries received. The sponsor of the contest 

is Future US, Inc. (“Future US”), 4000 Shoreline Court, Suite 400, 
South San Francisco, CA 94080. Five prizes will be awarded. Each 
prize consists of one (1) copy of Terminator Salvation (Director's Cut) 
on Blu-ray ($35.99 value). Winners will be determined by a single 
random drawing of all valid entries and the decision of Future US 
Shall be final. You may obtain the names of the winners by sending 
a stamped, self-addressed envelope to the address above. This 
contest is open to residents of the United States only. Entrants must 
be at least 18 years of age. For a complete list of rules, go to www. 
playstationthemagazine.com/officialrules 
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> All the details you 
won't find in the beta, 
straight from the 
developers 


256-player online 
shooter sounds like 
a fairly straightfor- 


ward concept, right? Get 
a giant group of gamers 
together, slap some guns in 
their hands, and watch the 
mayhem unfold. Well, not 
quite. While МАС does offer 
all the first-person shootouts 
that you’d expect from such 
atitle, it’s layered with com- 
plex player progression and 
leadership roles, which lend 
an unexpected but entirely 
welcome level of depth to the 
action-packed experience. 
But as we noted in our 
lightning-fast hands-on with 
the beta (see Holiday 09 
issue), how do you keep 
everything straight when 
there’s so much going on? 
As if having 255 other people 
running around the same 
map wasn’t enough to throw 
you off, try sticking with your 
squad and accomplishing the 
objectives issued on-the-fly 
by your leaders as mortar 
blasts rip holes in allies (not 
to mention you). We don’t 
know about you guys, but we 
were a bit overwhelmed, so 
we decided to talk to devel- 
oper Zipper Interactive about 
what we can expect when 
the full version of the game 
launches next year. Fortu- 
nately, it turns out we won't 
be thrown into the deep end 
like we were in the beta. The 
team explains... 





€ Training 
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Ben Jones, Lead Designer: "We've gota pretty extensive training 
program. Each faction has its own basic training mission set within 
a specific environment. We try to do a little story telling there as 
well. It basically takes you through all the core mechanics of the. 
game in a single-player environment: movement, shooting, gear 
items, repairing objects, driving vehicles, activating objectives... 
Once players are able to do that, we give them a one-time 
experience reward that allows them to rise through the ranks 
faster and access other game types sooner, Beyond that, 
we've got a series of training slides that players can look 
through and not only learn about the game, but specific 
items that they might want to purchase down the road, the 
options that become available to them when they opt in for 
leadership roles—all these different things.” 
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€ Domination maps come with 
a 30-minute time limit. If the 
attackers win, a round could be 
over in just a few minutes. But if 
the defenders win, it will take a 
full half-hour. 


“When you're defending a 
mission, it’s themed to fit the 
look and style of your PMC. 


you've got 


kind of ahome 


field advantage." 








< Match Types 








CJ Heine, Lead Desigr 


|. [match type] that you'd ı di go into 


would be Suppression, and Suppression | 

is like a training area where you're 

going up against members of your own - 

PMC [Private Military Corporation). It's - 
> a Team Deathmatch at its c core, 


and it's just a way to get people's К | 
feet wet without needing to rely 


‘on any kind of leadership or 
high-end command abilities or any 


d Kaea objectos or anining eu 
like that. Moe 


“Once you've gone up alittle bit 
more [in experience and rank], the 
next thing you'll have access tois -— 


„ Sabotage. In the final version of the. 


game, Sabotage will unlock at level 
three. So what we want is players to 


„да a couple levels just in the core 


shooter before getting into : some of our. 


| advanced modes, and | Sabotage i is kind 


of a very simple objective. mode. We 


do introduce some squad-leaderi о i 


the time, so squad leaders с 
objectives (i.e. adjust orders) ifthey - 


| need to, but there aren't command 
- abilities in the missions themselves. 


There’s no mortars or sensors or UAV 
strikes or anything like tha 

“After that, we get into Acquisition, 
which opens up at level five. It's the 
128-player 'steal their prototype. 


| vehicle" mission. The attackers are 1 
going up against this heavily defended | 


compound that is protecting some . 
prototype vehicles that another PMC 


г pastthe front line, 





jut the anti-air, 
- set up your own forward spawns, and 


| then move in and tak 


‘play, we introduce some of the platoon 
leader abilities: st ing runs and some 


Тоай the 'Squad-leading abil if 
г trago orders]. * 

“Beyond the 128s, we get into the 
- 2565 [called Domination], and that one 
unlocks at level seven or so. And those | 
are the most сот game modes, 


[3 want р yers to make sure - 
they've got enough experience...to 
really get in there and get the most out 
of it. In those missions, it's basically 
four platoons of attackers all pushing 
to try to get to the defenders that are 
guarding an oil-related facility in the 


| middle of that map. 


*When you're ре a mission, 
it's themed to fit the look and style 
of your PMC. Soi ina i Valor defended. 
mission, itsa lot greener and ithelps 


| camouflage the Valor players more, So | 
as you're defending, you've got kind of | 


 ahome field advantage, and we want, 

_ the defending force to feel comfortable 
in that area, like they have a mastery 

of the map because they'll constantly 

be defending it. They'll always only be 
defending their own maps, and they're 
always only going to be attacking the 
other PMC’s maps.” 





A Every match you win in 
MAG will move your team 
one step closer to one of 
the game's nine contracts, 
which measure the overall 
Status of your team in the 
persistent, never-ending 
tournament. 


CURRENT SHADOW WAR МАР 


CONTRACT OWNER PLAYER COUNT 





A Team Work 





| you've got the three с 


Joe Maris, Senior Designer: “So 


fferent PMCs that 


| are vying for these contracts. There's 


_ three contracts per major game type— 


Sabotage, Acquisition, and Dominatior 





lae 
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y At any one time, there will be on: 

A faction with two, one faction with 
опе, and one faction with zero 
contracts per game type. Once 

you've unlocked the contract, [in 
. wards tab] you'll see things for 
the different contracts that are being 
awarded to your faction. So you can 
get stuff like XP bonuses for your entire 





Ben Jones: “You can succeed as an 


individual: you can build ‘out your 2 


you can become a really, reali 


^ | against an oj 
“really tellif if 
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Player Progression > У You can create and save up 
to five selectable loadouts as 


de. it 5 ос you wait to respawn during а 
Joe Maris: “Whenever you level up, you get a skill point. And for every [upgrade] match, enabling you to adjust 


category, you have to spend a certain number of skill points on the stuff that’s your strategy on the fly. 
available earlier before you can get to the higher stuff, We really want people to be 
able to get deep into one tree pretty quickly, and we don’t want to be as restricted 
to classes as other games have been. We want to give people the ability to mix and 
match skills, but we don't want to have it become some sort of super-soldier thing, 
In our experience, in other games, that's just kind of lame. But at the same time, 
you can put together some interesting combinations. If you want to be a specialist 
in sniping and machine guns, you can do that. Though it does come at the relative 
cost of a broader skill set. So if you really want to specialize in a couple things, 
that’s great, that’s kind of what we want you to do. But if you want to try a little bit 
of everything, you have enough points to get the first several items out of each of 
the different skill trees.” 








Joe Maris: “You have 60 total points assuming you make it all the way to the 

top, and you can spend them wherever you want. But we also have a ‘respec’ bar 
system where, as you earn experience, you also earn the ability to respec. 

When the respec bar is full, if you say, ‘You know, this just isn’t working for me. 

I want to start completely from scratch...’ You can, because you've filled up your 
respec bar. In the early stages, you're going to he able to fill up that respec bar 
pretty quickly. So if you're still kind of feeling your way through the game and you 
get to level 20 and you're like, ‘Gosh, this still isn’t working," you're going to be able 
to redistribute your skill points without completely starting over. But eventually, if 
you've respeced five or six times, the fifth or sixth time.. well, you're going to have 
to doa little more work there.” 






















N If you're unhappy with the 
skills you’ve chosen to unlock, 
the respec system will allow 
you to collect and redistribute 
your experience points however 
you like. 









У In order to become a squad leader, you must reach level 15 
and then opt in for leadership. Once the system determines it's 
your turn to lead, you can earn leadership points by winning - 
(or successfully directing your squad) and eventually become а 
platoon leader or even the Officer In Charge [OIC]. 


“We want to give 
people the ability 
to mix and match 
skills, but we don’t 
want to have it 
become some sor 
of super-soldier 


thing...that’s just 


kind of lame." 
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While Veteran Mode is 
optional, it gives you a chance 
to make different upgrade 
choices and even pick a new 
PMC so you can defend new 
maps and experience the 
game from a different 


Joe Maris: “When 
you hit level 60, you 
can choose to do Veteran 
Mode. Basically, you start again at 
level one; you zero out all your skill 
points but you keep all your ribbons, 
all your medals, all your stats, and 
all that. But now you're a Veteran, 
50 you get a big star that says ‘Veteran’ 
and it'll have a number in the middle. So 
a star with a five in it, you'll know this. 
dude has gone through and reached level 
60 five times. And that’s just another way 
for the truly hardcore to kind of showoff 
and also to maybe take different paths.” 





€ Leadership. 





R If you're a qualified leader 
and opt in for selection, you 
essentially enter a queue. 

So if you haven't been picked in 
a while, your chances of being 
selected improve. 
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Ben Jones: “In order to level up in leadership you must prove your _ 

leadership, you have to win. We've got a separate screen for leadership 

that tracks your | leadership points at all times, and it'll go through and tell 

you not only: the: requirements to get to each of these, but the bonuses that you 
receive and | give out once you're there. These are things that players get, not just 
strikes, but stuff like faster healing and better armor protection for everybody within 


_ your ‘aura,’ That's pretty strong incentive for рав to stay within their leadership 
groups and move си r 


down the respawn cycles for your team or the opposing teal 


. have access to some really big abilities, but they're not critical to the overall 
outcome of the game. A lot of that falls on the squad leaders, and we will have 16 


of those [on each team] per 256-player match. So they’re the guys calling out the 
fragos and their command abilities are usually a littl more usable in a lot of 
cases—they have a quicker cool down. So it really falls onthe squad leaders to 
win the games.” m 
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Э Where shooters 
and documentaries 
collide 


t times, it's almost 
difficult to make out 
what's happening. 


The picture shakes violently 
as if filmed by a panicked 
bystander. The grainy image 
falls momentarily out of focus 
before snapping back into 
view as the video appears 
to decompress. It feels like 
an episode of COPS or a 
caught-on-tape clip of some 
sensational disaster. But this 
isn't a home movie, and we 
aren't on YouTube. This is a 
videogame. Specifically, this 
is Kane & Lynch 2: Dog Days. 
According to the develop- 
ers, the game's new "raw 
footage" visuals are intended 
not only to cultivate a sense 
of frantic urgency within the 
action but to underscore the 
gritty nature of the game as 
well. The plot this time 
focuses mainly on Lyn: 
the heavily medicated 
psychopath (who recently 


Army of 
Two: The 
40th Day 


Pub: Electronic Arts | Dev: EA Montreal 
ETA: January 12 


ow’s this for a little creative 
H math: a Team Deathmatch 
mode that features several 
teams of two rather than two teams of 
several. That’s exactly what you can 
expect from Shanghai-based shooter 
Army of Two: The 40th Day, which is so 
committed to co-op gameplay that even 
the competitive multiplayer pits you and 
a buddy against other heavily armed 
duos in a battle for kills and the points 
that come with them (bonus points for 
downing two partners at once). 
Of course, Co-Op Deathmatch 
isn’t your only option, You can also 
choose the more traditional Control, 
which challenges two teams of up 
to six players to capture randomly 
spawned control points by camping 


Э A point value pops 
up every time you off 
an enemy. Whether 
this is a scoring 
mechanism or if it 
amounts to some- 
thing more remains 
to be revealed. 
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З In the first game, you 
played as Kane. This time, 
#5 Lynch, He’s got worse 
fashion sense, but he’s 
more insane. Should be 
interesting. 


each position long enough to claim it. 
And then there’s the all-new Extraction 
mode: Your four-member squad must 
hold a position and survive several 
waves of increasingly tough Al enemies 
as you wait for a rescue chopper. Think 
of it as a team-based survival mode. 
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Though 40th Dayis still a bit rough 
around the edges (more than once we 
respawned directly in front of the guy 
who just killed us and the automatic 
cover system was occasionally 
clumsy), the shooting mechanics 
felt solid and the sound effects were 
effectively intense making the overall 
experience feel fun. And just because 
Shanghai is knee-deep in some man- 
made disaster doesn’t mean you and 
your partner can’t take a quick break to 
play a little multiplayer, right? 


К Unless you get 
shot in the head, 
your teammate will 
have a chance to 
revive you before 
you die. It pays to 
stick together. 








Lost 
Planet? | 


Pub: Capcom | Dev: Capcom 
ETA: February 23 


he PS3 version of the first Lost 
Де a full year after the 

360 version and had worse 
graphics—that was not cool. But we 
still had a legitimate blast jumping 
into a battlemech and gunning the 


glowing weak points of dinosaur-sized 


spacebugs until they exploded. The 
sequel (which is being developed 


alongside the 360 version, so it should 


be just as good) is packing bigger 
baddies, more bombastic gear, and a 
ton more gameplay variety, including 
some unique multiplayer modes. 
Lost Planet 2takes place on the 
same world as the first game, the. 


decided to go off his meds)— 
rather than Kane—the 
former-military ex-con with 
Serious family issues. 

A few years after the 
events of the first game, 
Lynch has retreated to 
Shanghai where he can put 
his criminal talents to work 
without having to move too 
deeply underground. But 
despite his circumstance, 
he's attempting to put his life 
of crime behind him to lead 
a peaceful life with his girl- 
friend, Xiu...until, of course, 
everything goes wrong during 
his very last deal and the 
Chinese mob decides to rain 
hell on him and his partner. 


This focus on the impul- 
Sive, unpredictable Lynch 
should— much like the visual 
Style—create frantic, brutal 
gameplay that contrasts with 
the more tactical approach 
of the previous game, which 
followed the somewhat saner 
Kane. Despite this, the action 
relies heavily on a hard cover 
system (press X to attach to 
any applicable object), and 
run-and-gunners may find 
themselves on the fast track 
to the morgue. 

Even cover may not save 
you in Kane & Lynch 2, 
though. The environments 
teem with gritty details, 
from puddles in the cracked 








sidewalks to graffiti on the 
derelict buildings, and they're 
filled with destructible objects 
and degradable cover— like 
wooden walls that explode 
into splinters if you attempt 
to take cover behind them 
during a shootout. 
Fortunately, the game 
features a regenerating health 
system and a “down but not 
dead" mechanic that enables 
you to either continue firing 


















from the ground or crawl to 
cover for safety. The aim- 
ing system and enemy AI 
have also been improved to 
give you more of a fighting 
chance. Plus, you should be 
able to drag a co-op buddy 
along to save you (either 
online or off, if the developers 
succeed in their plans). The 
real fight will be deciding who 
gets to be Kane and who 
gets to be Lynch. m 





elegantly named E.D.N. III (get it?), but 
the surface has been terraformed. So, 
instead of one planet-sized ice level, 
you'll get to play through dense jungles, 
parched deserts, and so on. However, 
the planet's monstrous wildlife seems 
to love this climatic upheaval and has 
become more diverse and much, much «228 - 
larger. Recent screenshots show off 
agiant worm that looks like it could 
swallow an aircraft carrier. 

Luckily, your arsenal has expanded 
as well. You'll have a wider range of 
machine guns, lasers, and rocket 
launchers (some customizable) than 
before, and you've still got your 









Se 





grappling hook—not a weapon so 
much as a “get me outta here” device. 
Best of all, you'll get several new 
flavors of Vital Suit (read: mech packing 
massive artillery), some of which can 
transform into other forms or enable 
one player to drive while two more. 


man the guns. They'll figure heavily in 
the multiplayer modes, which include 
a four-player co-op battle against. 

gargantuan boss monsters as well as 
16-player Versus modes that promise 
the kind of heavy customization you'd 
see ina realistic military shooter. 
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one of those games whose 
“hook” sounds simple, almost 
quaint—but the more you think about 
it the more you realize it's a huge twist 
that can change everything. 

In this case, it’s the ability to control 
the flow of time. But this isn't just 
rewinding the last 10 seconds so we 
can avoid an untimely death. This is 
complete control over 60 years of time 
on an item-by-i being-by-being 
basis. It’s the ability to force an enemy 
to live out his entire life and crumble 
to dust in five seconds, right before 
your eyes. The ability to take a rusty, 
crushed barrel and rewind to when it 
was shiny, red, and full of explosive 
gasoline just waiting to be ignited with 
a gunshot. Or the power to raise and 
reconstruct a sunken cargo ship from 
its watery grave so you can board it 
and search out needed information— 
assuming you survive the monsters on 
board. This kind of time control is no 
parlor trick; this is power. 

Or, you could just blast everything 
you see full of holes. Your time control 
device—yes, it’s a wristwatch—is 
also a gravity gun capable of ripping a 
shield right out of an enemy's hands, 
leaving him vulnerable. And time- 
twisted ecological oddities like “Phase 
Ticks’ ects that turn people into 
zombie-like monsters but revert to 
grenades if you time-zap them— 
provide even more creative murder 
methods (and targets). We can't wait to 
see how this one turns out. 


|: shooter Singularity 


singularity 


Dev: Raven Software | ETA: February 15 № 


Я All this experi- 
mental time-twisting 
has created some 
mutations. That, or 
Nick Nolte is starting 
to look really old... 








Max Payne 3 


Pub; Rockstar Games | Dev: Rockstar Vancouver | ETA: June 


We've only seen one 
teaser so far, but we're 
already excited to see 
where the saga of 
Max Payne is going. 
Bald, bearded, and. 
“more world-weary 
and cynical than 
. ever" our favorite 
M bullet-time 
acrobat is 
looking more 
badass than 


BioShock 2 


Pub: 2K Games | Dev: 2K Marin LETA: February 9 


99 There were some 
who didn’t want 
BioShock 2. "It'll 
tuin the first game’s 
ending” they said. 
Funny, you don’t hear 
that sentiment much 
nowadays—it's 
because BioShock 2 
looks INCREDIBLE. 
New enemy splicers, 
anew arch-boss 
(Big Sisters—that's 
plural) and cool 
multiplayer mean 
we're ready for our 
drill-hands, please. 
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Battlefield: Bad Company 2 


Pub: Electronic Arts | Dev: EA Digital illusions CE | ETA: March 2 


Even if you liked 
Battlefield 1943, 
you might find the. 
modern setting of 
Bad Company 2a 
refreshing change 
and right up your 
alley. Plus, we hear 
that downloading 
Battlefield 1943 will 
unlock WWII-era 
weapons in Bad 
Company 25 
multiplayer mode. 
Nice. 


Brink 


Pub: Bethesda Softworks | Dev: Splash Damage | ETA: May 18 


What is Brink? Think 
class-based FPS 
action like in Team 
Fortress 2, but with 
more sophisticated 
missions and a 
single, player- 
customized 
character who 

just swaps gear 
when you switch 
classes. Oh, and 
who can also pull 
off Assassin's Creed- 
style parkour moves 
while blasting fools 
in the brain. It's hot. 
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€ As much as we enjoy shot- 
gunning a mutated ugly right 
in the face, there's something 
really satisfying about using 

a time shot to age them 60. 
years at once, instantly melt- 
ing them into atoms. 





Quantum Theory Dead to Rights: Retribution 


Pub: Tecmo | Dev: Team Tachyon | ETA: March 1 Pub: Namco Bandai | Dev: Volatile Games | ETA: February 





Could this Japanese- Take control of 

made title be the PS3's one-man army Jack 
answer to Gears of and his trusty dog 
War? Maybe, maybe Shadow, disobey 
not—however, we're direct orders from 
particularly interested your law-enforcement 
in the relationship superiors, and bring 
between muscle- down the crime 
bound hero Syd and his networks that plague 
reluctant partner- Grant City. It's got 
in-crime Filena. a dog, guns, and 

We wonder—can vigilante justice. 

love bloom on the and it's looking 
battlefield? particularly brutal. 


Homefront Inversion 
Pub: THQ | Dev: Kaos Studios | ETA: TBD 2010 Pub: Namco Bandai | Dev: Saber Interactive | ETA: TBD 2010 


While we don't You can see some " 

know much about early coverage of 

how FPS Homefront this innovative 

will innovate in the title in our 

gameplay department, December 

we до know the story 09 issue, but 

involves a near future all you really 

in which North Korea need to know 

has seized control of is that Namco 

America’s resources Bandai's new 

and industries. Will you FPS always has 

lead the Resistance? loads of guns, but 
only sometimes 
has gravity. 


Aliens vs. Predator Nier 
Pub: Sega | Dev: Rebellion Developments | ETA: February Pub: Square Enix | Dev: Сама | ETA: TBD 2010 


Play as an Alien, a Square Enix’s work 
Predator, or a human carries a certain 
Marine in this slick pedigree, especially 
shooter. As you might when it comes to 
imagine, the Marine quality storytelling 
is screwed. But, if you and visual flair, Мег 
can organize a team looks more action- 
of Marines, expect packed than the RPGs 
some cool Left 4 we usually associate 
Dead-esque with Squeenix, but we 
со-ор don't know much else 
action. about it...yet. 


Crysis 2 Rage 


Pub: Electronic Arts | Dev: Crytek | ETA: TBD 2010 Pub: Electronic Arts | Dev: id Software | ETA: TBD 


The original Crysis was Post-apocalyptic world 

an amazing graphical inhabited by mutants? 

tour de force, complete Seen it. Open-world 

with lush jungle sandbox elements? 

vegetation—that Common. Vehicle 

quickly turned into sections? [shrug]. 

a flash-frozen ice The developer is 

forest—tense FPS id software— 

action and a story creators of 

about aliens, soldiers, Doom, Quake, 

and a very bitchin’ and arguably 

super-suit. The sequel? the entire 

It's going to be way FPS genre? 

better. We'll keep you That changes 

informed. everything. Now 
you've got us excited. 
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Shooters 





=> Nine things you 
need to try in the God 
of War Ill demo 


y now, those of you who’ve 


pre-ordered the God of War 


Collection will have finally 
had a chance to sample the God 
of War Ill demo that the gaming 
press has been talking about for 
nearly a year. And though we've 
played it a dozen times through 
by now, we keep finding more 
things we can do— like using the 
chain-hilted Blades of Chaos to 
haul Kratos, grappling hook-style, 
right onto a Centaur's face. The 
demo is calculated to give eager 
Kratos fans a little taste of almost 
everything that's new for the third 
game; here's what you can look 
forward to... 
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^^ Charge hordes of enemies 


Tearing undead warriors in half has always been an 
endless source of fun in God of War, but this time 
Kratos has a few new grab moves up his sleeve. In 
addition to the classic overhead rip, Kratos can throw 
his foes or simply bludgeon them in the face a couple 
times before ripping their heads off. Or he can pick 
them up and run with them, using them as a battering 
ram to send their comrades flying. This is especially 
useful for clearing the thicker hordes of enemíes you'll 
find surrounding your badass self. 





YUCK ALERT! 


^^ Ride a Harpy 


The ever-irritating bird-creatures of previous God of 
Wars are back once again (and damn, are they ugly), 
but this time they actually serve a purpose. Rather 
than just stomping them into the ground and tearing 
their wings off, Kratos can provoke them with a shot 
from his bow, then grab them when they get close 
and ride them over chasms and other seemingly 
impassable areas. They'll only last for a little while, 
though, meaning you'll often find yourself jumping 
from harpy to harpy in midair. 
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^^ Gut the Centaur 


GoW ill also introduces "commander" 
enemies, which can make their skeleton- 
warrior hordes much more effective. While 
the Centaur commander you'll fight doesn't 
display a lot of leadership, he does display the 
game's "zipper technology," which basically 
means that when Kratos slits open his belly 
at the end of a brief quick-time sequence 
fatality, you can expect to see loops of 
intestine and squishy organs falling out. 







GOD OF WAR III | PS3 | Available: March | Publisher: SCEA | Developer: SCEA Santa Monica 
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€ Ridea 
Cyclops 

After you've shot down 
Helios’ sun-chariot, you'll 
have to smash through В 2 
ОЕ ^ Rip Helios’ head off 

which includes a bunch If you're hungry for real gore, it doesn't get much better than the brutal end 

of skeletons with thick Kratos has in store for wounded sun-god Helios. Another close-up quick-time 
Shields and one towering event, this particular murder involves Kratos grabbing Helios’ face from behind 
Cyclops. No matter—just and slowly pulling until the god’s neck rips apart and his head comes free. 
beat on the Cyclops е motivation for the violence, too: Helios’ lantern-like head becomes 
enough, and you'll be a r tool in Kratos' arsenal, enabling him to light dark areas, reveal hidden 


able to climb on his back doors, and temporarily blind some enemies. 
and commandeer his 


club to swing wildly at 
anything that gets in Use the Cestus 


his way. And once your While the demo doesn't spei ly tell you about it until the Chimera fight, you 


enemies are gone, you'll can actually try out Kratos’ new weapon, the Cestus—which looks like a couple 
have the rare pleasure of of oversized lion-head gauntlets—at any time by hitting right on the D-pad. The 
tugging his massive eye designers promise Kratos’ new pons will be just as fun to use as his Blades 
‘out in a gushing, close- of Athena, and so far they’re right; the Cestus can deliver wildly destructive 


up finisher. combos that can devastate entire platoons of idiot skeleton warriors in seconds, 
and they enable Kratos to swing around heavy balls on chains. 

























































| 
^ The Chimera fight 
yA Next up on the Olympian food chain is the Chimera, 
a) a beastly, three-faced mini-boss that Kratos fights 
\ just moments after the Centaur goes down. The fight 
Pi unfolds in three stages; in the first, the Chimera attacks 
a € Fly up the on all fours, striking with its snake-headed tail. Once 
Icarus vent that's hacked off, it rears up and attacks its bipedal, 
P fire-breathing “lion” form, which then gets both its eyes 
Sure, it goes by prett: 
ше ai en 05 " d d B Stabbed out. Finally, it drops back down to all fours and 
ky! m justa Death Star trench charges you with its goat-like head, which ends with 
Е! / run. But the high-speed Kratos stabbing it in the face with its own broken horn. 
а тр that Kratos Not only is it gruesome, but it’s also the only enemy in the 
ща 5 гАА- undertakes а the end of | 99:10 that will actually force you to strategize a little, — 
\ , " the demo.still makes for 
| ап impressive, explosive 
и finale, as Kratos'dodges H 
hunks of flaming debris Watch the trailer 
+ N and threads narrow. Of all the things on this list, this is the one you're most likely 
дот gaps en route toa to miss, as it'll only come up once you've left Kratos glowering 
е | confrontation with his idly on the title screen for a while. But it's awesome, and it 


lava-skinned Titan friend. shows things the demo only hints at. Be sure to watch with the 
sound cranked up for maximum effect. m 
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Pub: Sega | Dev: Sega/Platinum Games | ETA: January 


=> Impossible prop 
and gun trumpets... 


tarring an undead 
S heroine with magic 

hair and guns in her 
shoes, Вауопена з bravest 
trick is throwing out the 
usual rules on what you 
can do onscreen in a third- 
person action game and 
just presuming that gamers 
can handle everything go- 
ing completely and utterly 
bananas. And, as it turns 
out, you can. Sit back and 
watch Bayonetta from afar 
and it’s a mess of sound, 
color, movement, and sexual 
innuendo, but pick up the 
controller and it all instantly 
makes sense. 

As if to prove a point, 
Bayonetta opens with a fight 
on the face of a clock tower 
in total freefall, tumbling on 
all three axes from a moun- 
taintop so high it touches the 
very edge of space—and it 
only gets crazier from there. 
After you've played a level of 
Bayonetta, everything else 
seems a little subdued by 
comparison. 

It’s a rule-breaker, then, 
jam-packed with clever 
tricks that the game pulls 
once, and only once, before 
rushing you on to its next 
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ions, demonic angels, SER 


great idea. You're fighting 
flying, bus-sized upturned 
statues one minute, then 
speed skating, motorbiking, 
and running on the ceiling 
the next. Plus, there are a zil- 
lion combos—with just four 
buttons and an arsenal of 
weapons, you can get truly 
creative with Bayonetta’s 
moves and develop a fight- 
ing style that’s all your own. 
Other innovations don’t 
sound like much; a slow- 
motion mode and a cracking 
sense of humor, but they’ 
both critical. Evade at 
exactly the right moment 
and Bayonetta enters Witch 
Time—a brief second or two 
of slow motion that makes 
your combos even more 
beautiful. Instead of a dedi- 
cated and arbitrary slow-mo 
button, Witch Time is a 
reward for absolute precision 
in a game where you're 
beset by impossible odds. 
And then there are the 
laughs. Without its sense of 
humor, Bayonetta would be 
deadly serious fanboy bait— 
all teasing titillation and 
gratuitous sexual excess— 
but Bayonetta is played with 
tongue firmly in cheek. Every 
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ABOVE It’s okay to be 
disoriented by this shot— 
you probably don’t ride your 
motorcycle upside-down 
very often. 


BELOW Bosses are both 
frequent and bizarre. But 
Bayo's nutty too—her hair is 
probably about to become 
а demon dog or something 
and tear this freak in two. 


К There's a plot, but 

it's crazier than a Hideo 
Kojima bedtime story. Suf- 
fice to say Bayo kills weird 
things in wild ways and 
looks very cool doing it. 


time Bayonetta inexplicably 
contorts herself into a pole 
dancer’s pose to pick up a 
gun or sucks on a lollipop 
while winking at the camera, 
it’s played for laughs, not 
arousal. Every line of dia- 
logue is performed with irony 
and every scene is loaded 

to the brim with genius 
touches a gamer can’t help 
but love—Magical Sound 
Shower on the car radio, 

for instance, or a trumpet 
that can be fired like a gun. 
Bayonetta is already out in 
Japan, but publisher Sega 
delayed the U.S. release until 
January —that delay might 
just make Bayonetta the best 
action game of both 2009 
and 2010. = 
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-> M ia) nke in X Except for the robots, guns, tech-y 
Y g gear and post-apocalyptic New York set- 


i ting, this looks exactly like you'd expect a 
aroun d with th е дате based upon a revered, 500-year-old 








apocalypse Chinese novel to look. АА 
ost-apocalyptic games al} х Bes T Hn 4 
are everywhere these | А ии a 4 SUE 4 
days. The majority x x4 +f OPS 1 


center around dark, chaotic 
worlds fraught with Mad Max 
mercenaries all fighting for 
energy, control, or misplaced 
glory. So what on earth is 
Ninja Theory, developer of B 7 4 2 é 
Heavenly Sword, doing mak- 3 $ - = а 
ing a post-apocalyptic дате? Вн 1 1 s з 6 
The answer, dear friends, is : LE „2 

blowing in the wind. Or, to be i ù Dn Se v 
more accurate but less Bob à E : aa PS 


Dylan-like, buzzing. escape with her. They man- 1 "o ч 
Уд”, ве P 





Ж 









Loosely inspired by themes аде їо crash-land the vessel 
in the classic Chinese novel into the verdant remains of 2 d y " 
Journey to the West, Enslaved an abandoned New York City, do he ia? 
stars a brutish loner called where you'll play the agile, á E 
Monkey and a tech-savvy but X staff-wielding Monkey and n S g V - 
sheltered woman named Trip, protect the vulnerable Trip. mo 
both captives on a monstrous by viciously beating back the 
flying slave ship that harvests enemy hordes. That description is somewhat That brings us to the he flings into the wind to scan 
humans. After seeing Monkey Publisher Namco Bandai misleading: Ens/aved is a full buzzing in the wind part. In new landscapes and identify 
fighting on board, the desper- | bills Enslaved as a “tactical 3D action game comprised addition to his slave/tech- enemies. Once deployed, the 
ate Trip devises a high-tech action-adventure" game, of adventure, acrobatic headband and battle staff, flying unit's digital eyes see all 
headband that “enslaves” which conjures up visions of platforming, and combat, but Monkey is equipped with a mechanical devices and give 
Monkey and forces him to slow, turn-based, grid battles. with a tactical element. robotic dragonfly scout that the duo an understanding of 


















Dance Dance Revolution 
Pub: Konami | Dev: Konami ETA: February 28 


Darksiders 
Pub: THQ | Dev: Vigil Games | ETA: January 5 


Keeping in step with 
the times, Konami's 
latest dance effort 
boasts variety, options, 
and customization. You 
will have access to 150 
downloadable songs 
from past games (15 
times its last effort), 

a fully customizable 
interface, and an 
eight-arrow dance 

mat guaranteed 10. 
challenge everyone 
with two legs. 


Heist 
Pub: Codemasters | Dev: inXile Ent. | ЕТА: June 2010 





Set in 1969, this 
ambitious sandbox 
game stars a character 
prepared to trade 

in peace, love, and 
understanding for cold, 
hard cash. The trouble 
is, Heist was first—and 
last—seen in 2007. 
But Codemasters has 


THO’s original, ambitious action-adventure has potential. It's 4 1 stated it’s still coming 
beautifully designed, and it’s borrowing ideas from the best: N " А я and Amazon says 

God of War, Portal, the Zelda series. The early January release Е а June, so we're giving 
date is more crowded than it used to be, but we like what we’ve 1 them the benefit of the. 
seen thus far, so we're rooting for Darksiders. e я doubt...for now. 
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V Is it still slavery when your “captor” is sweeter 
and sexier than your last eight girlfriends? 





how to navigate the open, 
multi-passage environments. 
Scouting is crucial, because 
Money and Trip are always 
outnumbered. 

While Monkey’s headband 


Transformers 





prevents him from leaving 
or harming Trip, he causes 
plenty of damage to the 


armies he encounters. When 


he’s not bashing robots of all 
sizes into smithereens with 
his retractable high-tech staff, 
he’s countering them with 
limb-ripping moves, or wield- 
ing the enemies’ own guns 

to mow down even more 
adversaries. 

If you love seeing games 
utilizing all of PS3’s technol- 
ogy, Enslaved, like Heavenly 
Sword before it, is a stun- 
ningly beautiful game—even 
at this early stage. Awash 


Pub: Activision | Dev: High Moon | ETA: TBD 2010 


Because it loves 
licenses and sequels 
(a lot), Activision is 
unofficially working on 
a Transformers game 
for 2010, sans movie 
license. Naturally, it’s 
mute on the subject; but 
we're hoping for better 
controls and some 
semblance of a story. 
This is guaranteed: 
robots transform into 
vehicles—and vice 
versa. Scout's honor! 


R.U.S.E. 


Pub: Ubisoft | Dev: Eugen Systems | ETA: February 2 


Ubisoft hopes to up the 
ante on traditional PC 
strategy war games 
with sophisticated 
deception and fake- 
outs ranging from 
decoy offensives to 
camouflaged surprise 
attacks. Demos show 
a steep learning curv 
but a fluid, impressive 
interface, and deep 
rewarding gameplay. 
Will you RISK it? 








Enslaved | Pub: Namco Bandai | Dev: Ninja Theory | ETA: TBD 2010 


^ Your mechanized foes come in three sizes: painful, agonizing, 
and “1 will punch your brain out though your nostrils.” 








A 


dull dark brown and black 
ones you've trudged through 
before. But that makes 
sense—this is the first apoca- 
lypse you've played through 
as a Monkey. m 


with a palette of organic 
greens, concrete off-whites, 
and bright rusted-metal 
oranges, this realistic and 
vibrant apocalypse looks and 
feels very different than the 


Trinity: Souls of Zill 0" 


Pub: TBD | Dev: KOEI | ETA: TBD 2010 


Question: What 
happens when 

you mash Dynasty 
Warriors gameplay 
into Greek mythology 
and J.R.R. Tolkien's 
goblin-filled universe? 
Answer: A Japanese 
Lord of the Rings...of 
War? Seriously, this 
Swords and sorcery 
flavored action RPG 

is a resurrected 
PlayStation one series 
that’s likely to touch 
nostalgic role-playing 
fans’ hearts. 
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ABOVE Get ready to shred 
‘several Terminator films’ worth 
of robotic killing machines. 


LEFT While using a target's 
own gun against it is fun, you 
also have an always-handy, 
extendable staff. 
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Street Fighter IV is less than a year 
old, but already publisher Capcom is | ег St r e Q t | t ge Е 
cranking out an upgrade. The thing "Y 
is, we're thrilled about it. We're still Pub: - 
playing SF /Vrelentlessly because it B cvm 
re-established the SF series as the true 
king of fighters (Sorry Tekken, SNK, 
and everyone else—it's just true), and 
all the new additions further enhance 
an already fantastic game. 
Team Battle is a new mode in which 
eight players form two teams of four 
and take turns going head-to-head. 
Then there's the Replay channel, 
which enables you to automatically 
save matches and watch recorded 
fights from tournaments around the 
world—that'll be great for strategy. r 4 | 4 Е Е і 
Endless Battle mode replicates the | asi " : 
classic quarters-on-the-glass scenario - 5 3 [i w a 
that arises in real arcades: the winner А a M p Passat i 
of each round stays, and the loser 7 1 А 3 2 7 A Juri loves slapping 
is kicked back to the end of the line. ets 2 x A ii 8 1 ? i people in the face 
Finally, Bonus Stages are back—and T d 1 d : d à with her feet, but 
kicking the crap out of a sports car ч ВЕ 2и М 14 V 1 pice ao pota ath 
with your bare hands or roundhouse- Ё j counter that Ware 
kicking barrels never felt so good. ^ e " her behind you. 
Perhaps most importantly, Super à joi 
Street Fighter IV will add eight or so 
additional player characters. Notice we 
didn’t say “new”—two of the fighters 
already revealed are the hulking Native 
American T. Hawk and the grinning 
kickboxer DeeJay, both originally 
from Super Street Fighter Il. However, 
there's at least one legitimately 
brand new contestant: Juri, a sort of a purple gleam in her eye that we 
assassin-etta. Her attacks are almost absolutely do not trust one bit. What 
entirely kicks, she has a fireball that dowe trust? That nothing can keep us 
you can hold and release at the exact from diving into this game the instant it 
moment you choose, and she’s got arrives in March. 


Splatterhouse Scratch: Ultimate DJ 


Pub: Namco Bandai | Dev: BottleRocket Ent./Namco Bandai | ETA: TBD 2010 Pub: Genius Products | Dev: 7 Studios/Commotion Int. | ETA: ТВО 2010 


Scratch sounded 
unique when it was 
first announced—a 
Guitar Hero-style music 
game that replaced 
your plastic guitar with 
a DJ turntable. But DJ 
Hero just slammed onto 
shelves with a similar, 
but probably not 
compatible controller, 
so Scratch is going to 
have to fight to feel 
fresh when it arrives. 


Iron Man2 
Pub: Sega | Dev: Secret Level | ETA: April 


Sega knows it screwed 
up the first time, so 

it’s tapped comic book 
writer Matt Fraction to 
pen an original script 
for the sequel (and 
changed its dev team). 
This time, sporting 
anew engine, you'll 
suit up in Mark IV 
armor, fight Crimson 
Dynamo, experience 

a variety of missions, 
and, hopefully, feel like 
Iron Man. 


Pulled from BottleRocket in January '09, Namco has tapped its 
in-house teams to produce a fast, brutal “re-envisioning” of 

the ’80s coin-op. This 3D brawl-fest is full of gooey, gory, head- 
crushing action, and the internal dev team mantra is: stay true to 
the original. Expect tanker truck-levels of blood. 
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Dante’s 
Inferno 


Pub: Electronic Arts 
Dev: Visceral Games | ETA: February 9 


s we descended down a sheer 
Aw lined with the eternally 

burning caskets of those who 
defied God, pausing every now and 
then to swat bat-demons emerging 
from the darkness, all we could think 
was, “Man, this Dante guy does a 
very convincing Kratos impression.” 
And we mean that as a compliment. 
Though our hands-on time this round 
was зе in the fiery depths of Heresy, 
the simple platforming, lever-based 
room puzzles, and fluid, combo-heavy 
combat were as delightfully God of 
War-esque as ever. 

We did, however, get our first 
glimpse of the new “righteousness 
system." At certain points during your 
romp through the underworld, you'll 
encounter smaller side-characters 
mentioned in the actual poem that 
you can choose to either absolve or 
condemn. Depending on which option 
you choose, you'll earn currency 
to spend on one of two skill trees 
which roughly correlate with Dante's 
two main weapons: the divinely 
empowered cross given to hím by his 
lost love Beatrice and the massive 
scythe that he stole from Death. 

The pathetic, quivering side- 
characters aren't the only beings that 
await your judgment, though. You can 


actually grab any enemy at any time 
and perform the same soul judging 
routine in order to more quickly level 
up and customize your Dante. You will, 
however, run the risk of being attacked 
by other enemies during the process, 
so be sure to exercise caution when 
harvesting the souls of the damned. 





& If Dante's 
Inferno has taught 
us anything it's that 
Hell is going to be 
awesome. 


К Heresy features 
exploding enemies 
that you can use to 
your advantage... 
assuming they don’t 
blow you up first. 


Mafia Il Warriors: Legends of Troy 


Pub: 2K Games | Dev: 2K Czech | ETA: May 3 Pub: KOEI | Dev: KOEI Canada | ETA: TBD 2010 
Майа II hopes to stoke 
the same fire in gamers 
that the Grand Theft 
Auto series ignites, but 
with a more historic, 
“family” oriented twist. 
It conjures up authentic 
Mario Puzo-like 
scenarios filled with 
rattling Tommy guns, 
1950s cars, and genuine 
characters who love 
their spaghetti and 
cigarettes. Capiche? 


Naughty Bear 
Pub: 505 Games | Dev: Artificial Mind and Movement | ETA: 02. Let's say—just for a 

; moment—you're sick 
Similar to the concept of Dynasty Warriors. 
behind Fairytale You want an action 
Fights, Naughty Bear game with strategy, 
juxtaposes an idyllic tactics, Western 
playland for kids with mythology, and you 
the psychopathic E - love slicing limbs 
actions of a teddy bear an: . E and watching blood 
fed up with being the v splatter. Oh, you liked 
island scapegoat. Don’t 300? KOEI Canada 
think Bear-Theft- ‘ A hopes to break the 
Auto, think Gangsta 3 E Dynasty Warrior 
Bear invades Sesame s 3 curse with something 
Street—dark, bloody, altogether new. Well, 
and hopefully, funny. new-/sh, at least. 
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Dark Voice 


Pub: Capcom | Dev: Airtight Studios | ETA: January 12 
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-? Wanna zoom through the skies with 
a jet pack? Visit the Bermuda Triangle 


t first glance, Capcom’s 

soon-to-be-released 

action-adventure 
doesn't stand out from the 
mess of similar games in 
today’s market. The enemy 
droids look like mindless scrap 
metal. The Mayan ruins look 
strangely familiar to the Mayan 
Ruins in every adventure 
game we've ever played. And 
the voice-over work of Nolan 
North is in dozens games just 
this year, including Uncharted 
2. Even the first hour of play is 
pretty average. 

Right around the one- 
hour mark, however, Dark 
Void hits its sweet spot. It 
transforms from an ordinary 
game into a dynamic and 
challenging and surprising 
endeavor that works best 
when all its parts—flying, 
shooting, and vertical 
platforming—are in sync. 

You star as down-on-his- 
luck cargo pilot Will, who by 
happenstance is reunited 
with his old flame as their 
plane is caught in a storm in 
the Bermuda Triangle. The 
plane crash-lands and flash- 
es them through time and 
space into the Dark Void. 
Realizing they’re trapped 
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in a jungle, with ruins, and 
fearsome tribesmen (the 
cliché trifecta), Will and his 
cohort happen upon some 
guns, learn to take cover, kill 
some robots, and manage 
themselves in their new 
hostile home. The camera 
is still a little stiff and slow, 
the gunplay is better than 
decent— but not great—and 
it's all very by the book. 
Then you meet long- 
lost inventor Nikolai Tesla 
and you pick up dozens of 
journals (from famous people 
like Amelia Earhart), and 
the puzzle becomes a little 
clearer: You're lost in a state 
of limbo, where everyone 
who's ever disappeared has 
landed. Tesla outfits Will 
with guns and a short-jump 
boost pack, so now you can 
perform canyon jumps and 
engage in vertical platform- 
style combat—a neat take 
on cover combat that causes 
vertigo and provides a little 
spark of excitement. For 
example, if you need to 
move up a vertical shaft full 
of floating platforms, you can 
hold onto their undersides 
and use them as cover while 
shooting enemies above 





К You'll spend plenty of 
time shooting up planes in 
the air, but you should still 
land and blow up an over- 
sized robotic flatworm/ 
salamander now and then, 








you. It’s disorienting at first, 
but definitely unique. 

Later, while attempting to 
repair his plane, Will discovers 
a device that he learns is an 
untested rocket pack. This 
handy little Tesla-made tool is 
capable of full Rocketeer-style 


ABOVE The fellow on the 
left is actually your charac- 
ter, Will. He's wearing the 
helmet because he doesn't 
want to get bugs in his teeth. 
as he rockets across the 
skies. Plus, the chicks dig it. 


BELOW Nikola Tesla serves 
as your main supplier of new 
gadgets and gear. 
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flight, not just canyon-jumping 
boosts. The rocket pack, 
you learn, is very versatile: it 
performs loop-de-loops and 
corkscrews, and it can stall, 
boost, switch from flight to 
hover on the fly, and the tips 
of the double rocket packs 
are equipped with machine 
guns. Enter full-blown aerial 
dogfights. Hell, yeah. 

From there on out, Dark 
Void blends vertical, on-foot, 
and full air combat in a way 
few games have managed 
to execute before. For those 
curious, adventuresome 
gamers interested in a little 
bit of everything, keep your 
eyes on Dark Void. = 





et's be blunt, here: Castlevania i 
| 1 War, 
isa brilliant 2D action series, but su pes or Mer 


every gamer knows the series has < É х > plenty of massive 

struggled to find its feet in 3D space. 7 bosses. And like 
That’s what has us so intrigued by Lords N GoW’s hero Kratos, 
of Shadow—it’s the first 3D Castlevania 4 um Зак E you aren’t scared of 
since ever to look legitimately awesome. x i i them one bit. 

The first thing you'll notice is the N " 
production values. Other 3D Castlevanias 
have looked and played okay, but Lords of 
Shadow is completely cutting-edge. The 
game world is lush and gloomy—you can 
almost smell the musty decay in some 
screens—and populated with thick, richly 
detailed characters and monsters. Then 
you realize the voice actors are top-shelf 
talent—names like Patrick Stewart, 
Natasha McElhone, and Robert Carlyle. 

But it’s when you get a good look at the 
gameplay that a PlayStation fan’s blood 
should really start pumping. Lords of 
Shadow seems to be taking as many cues. 
from hit PlayStation games as it does a 
from past Castlevania games. Leading i" E 5 
man Gabriel looks nothing like Kratos, but a S t e V а n | a 
his combat moves are a dead ringer— А à 
squint a bit when Gabriel is swinging from 
a gargantuan ogre-looking thing’s face а r S 0 а О 3 
by his whip, or carving up a whole crowd А 
of smaller enemies with a whirlwind Pub: Konami | Dev: Mercury Steam/Kojima Productions | ETA: TBD 2010 — 3 





attack, and you’d swear it was Kratos and 
his Blades of Chaos, Then there are the 
boss battle screenshots we received last 
month, which were clearly inspired by 
Shadow of the Colossus—nice. Finally, 
Hideo Kojima, the mastermind behind 
Metal Gear, is overseeing the project—if 
any game can overcome Castlevania’s 

3D curse, it’s got to be this one. 


Def Jam Rapstar Dynasty Warriors: Strikeforce 
Pub: TBD | Dev: 4mm Games/Def Jam Interactive | ETA: TBD 2010 Pub: KOEI | Dev: Omega Force | ETA: TBD 2010 


It's hard to describe this j Е, ^ 

game without saying the. i E Lupi 
obvious, "It's Karaoke - n 1 | : 
Revolution tor wannabe 

rappers,” but there you 

go. You'll rap, record 

YouTube-like videos (via 

PS Eye), and compare 

scores using online hit 

charts. This could be a 

huge success. ..or totally 

ignored. The jury's 

Still out. 


Dead Rising 2 
Pub: Capcom | Dev: Dimps/Capcom | ETA: TBD 2010 (possibly August) Originally designed 

г for the PSP, KOEI’s 
How do you make à console version does 
the most outrageous, ^ / the smart thing and 
gore-soaked zombie 4 goes co-op. Featuring 
hacker-upper in history 1 new beast man Meng 
even more outrageous > P h/f $ У Huo, dozens of ancient 
and gory? Capcom й, Chinese landscapes 
thinks it’s to make ita г and millions of 
game show in which warriors to slay, KOEI 
you use weapons such 4 connects four people 
as razor-sharp antlers R č БЕ to plow through 
or motorcycles with Se)" Gas the single-player 
handlebar-mounted 4 = " campaign or go online. 


chainsaws to gib y RE: > t Musou attack! 
as many undead as 


possible. Sounds right. 
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t's raining, just like it has 

been for weeks, when 

Scott Shelby walks into 
a seedy, suspicious-looking 
residence hotel. Shelby's 
here tracking down a lead; a 
private investigator, he's been 
hired to find Shaun Mars, a 
little boy kidnapped by a serial 
killer whose victims' bodies 
surface four days after they 
disappear. Working against 
time, he's come to see one of 
a handful of people who might 
know something about this 
so-called Origami Killer: the 
mother of an earlier victim. 

Asking the desk clerk for 
"Lauren Winter" gets him 
nowhere, so Shelby slaps 
down a five-dollar bill and 
instantly gets a room number. 
When he knocks, Winter isn't 
happy to see him; normally, 
she says, she only sees cli- 
ents by appointment. But she 
lets him in anyway, and 
begins laying down ground 
rules before Shelby can 
explain that he's not here. 
seeking her services as a 
prostitute. When he does, 
she's furious. Is he a cop, she. 
demands? Is he looking for a 
freebie? Telling her he's here 
to ask about her son doesn't 
improve her mood. 

“You can buy my body,” 
she cries, “but my son is not 
for sale!” 


Four characters will try to track down 
the Origami Killer, and you'll play as ай. 
four as dictated by either the story or 
their deaths—and, word to the wise, 
they won't come back once they're. 
dead. Each one also has a serious 
weakness, which will often strike at 
the least opportune moment. 
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The Investigators 


Heavy Rain 


-> Three never-before-seen scenes 
from what could be 2010's most 
emotionally stirring game 








Norman Jayden 
An FBI profiler, Jayden is a walking 
crime lab thanks to ARI, a pair of 
high-tech glasses that enable him 
to find and analyze evidence on 
the spot. He’s also addicted to a 
drug called Triptocaine, which 
carries devastating withdrawal 
symptoms. 
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Heavy Ват | PS3 | Available: February | Publisher: SCEA | Developer: Quantic Dream 


€ Who’s that girl? 

If you've been following Heavy Rain since its 
announcement, then the newly revealed character, 
Lauren Winter, will look instantly familiar to you. That's 
because she’s played by actress Aurélie Bancilhon, 
whom sharp-eyed fans will remember from the 

2006 “Casting” trailer that accompanied the game's 
announcement. The scene from the trailer doesn’t 
appear in the game, but Bancilhon does. 





“We can already tell this isn't going 
to end well. Not for either of them.” 








Madison Paige 
We've only seen one scene with the 
intrepid journalist Paige (though 
more have been shown in trailers), 
but her now-infamous strip 
sequence is arguably the 
most provocative element the 
game has revealed thus far. 
A former war correspondent, 
she still suffers from post- 
traumatic stress disorder and 
accompanying nightmares. 


Scott Shelby 
A huge bear of a private investigator, 
Shelby is either a rough-and-ready 
tough guy or a tragi-comic 
punching bag for criminals, 
depending on how well you do 
during his fights. He also has 
asthma, and when an attack 
hits, you'll be forced to dig out 
his inhaler in a hurry. 
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Ordered out of her apart- 
ment, Shelby walks down 
the hall as a tattooed biker- 
looking dude stomps past 
him, heading toward Winter's 
front door. We can already 
tell this isn’t going to end 
well. Not for either of them. 


TRAIL OF A KILLER 
We're seeing one of three 
new scenes — previously 
undisclosed to the gaming 
press— from Heavy Rain, the 
creepy, moody, possibly rev- 
olutionary game that follows 
four characters on the trail 
of a serial killer, and whose 
creators assert will set a new 
benchmark for emotional 
storytelling in games. Part 
of this is because the faces, 
which are more detailed and 
expressive than any we've 
ever seen (yes, even the 
ones in Uncharted 2), are 
extremely striking in close-up 
and will exhibit realistic cuts. 
and bruises if they get hurt. 
Part of it is because you can 
always see what your char- 
acter is thinking (see sidebar 
on page 47), which in turn 
drives his or her actions. 

It's also partly because of 
the control scheme, which is 
bizarre while being strangely 
intuitive. When walking 
around, you actually control 
your character's head, and 
then hold a button to walk 
forward in whatever direction 
he or she is looking. When 
you're presented with an ac- 
tion, you'll usually be shown 
a button, Sixaxis, or right 
analog stick prompt that 
loosely reflects the motion 
you'd go through. To open a 
car door, for example, you'd 
push the right stick up (to 
lift the handle), then curve it 
around to the left (to open 
the door). Because of the 
flashing onscreen prompts 
for actions (particularly 
during fight scenes, which 
require split-second tim- 
ing), Heavy Rain has been 
described as a long series 
of quick-time events— which 
isn't quite right. 

For example, just before 
the biker (whose name is 
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Troy) stomps through the hall, 
Shelby suffers an asthma 
attack—a recurring weak- 
ness—and has to go through 
a quick sequence in which he 
reaches into his coat, draws 
out an inhaler and uses it to 
calm the attack. While it’s 
driven by onscreen prompts, 
they’re all fairly subtle, 
reflective of the motions they 
represent and hover over the 
area they affect. 

The same goes for the next 
few minutes, during which 
Troy knocks on Winter’s door 
and lets himself in when 
she answers. In the hallway, 
Shelby can hear Winter's 
cries and the sounds of a 
violent struggle through the 
thin walls. Shelby decides to 
intervene, and after Troy 
answers the door and tells 
him to mind his own busi- 
ness, Shelby forces his way 
in and a fight ensues. 

What follows is probably 
the most brutal, realistic, 
and awkward fight we’ve 
ever seen in a game, and 
it’s here that the “quick-time 
event” criticism goes out the 
window. This is quick, but 
it’s definitely not canned. 
You've got multiple on-screen 
options floating around (Pick 
up a chair? Charge your 
епету?), and limited time to 
make decisions. Shelby was 
on the defensive more often 
than not, as button prompts 
flashed wildly, usually follow- 
ing the arc of a thrown punch 
or a broken bottle as it was 
swung at Shelby’s face. (He 
took a severe beating, too, 
at one point being slammed 
face-first through a filthy win- 
dow.) Eventually, he managed 
to knock Troy unconscious 
and left with Winter's thanks, 
but no new information. 


THE RUBBER 

BAND EFFECT 

It didn’t have to go like that, 
of course. Depending on 
how you play the scene, 
Shelby could have gotten 
the information he wanted 
from Winter right off the bat. 
He could also have left Troy 
alone, or gotten his butt 
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around far too long to be involved in the killing—but for tracking the orchid 





Shooters Action ADVENTURE RPG Driving & Sports | PS3 in 2010 


Shades of The Matrix? & 


Heavy Rain's sole departure from what's possible іп real life (we're told) 15 — 

ARI (Added Reality Interface), a set of special glasses and a glove that lets FBI 
profiler Norman Jayden see what normal cops can't. With ARI equipped, you - 

can send out a 10-meter pulse that instantly reveals glowing clues ай around — 
you. From floating particulates to bloodstains to footsteps, evidence becomes 
visible (frequently with floating icons), and you can analyze every piece of it 
on the spot. It can also be used to manipulate and open any files that Jayden. 
needs to look up or compare against his surroundings. Granted, it won't — 
always be useful—at one crime scene, Jayden found a dead cat that had been | 








pollen and other clues the Origami Killer leaves behind, it's invaluable. 
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“We are going to put you in some really 
mature, emotional situations, and you're 
going to have to make split-second 
decisions about what to do." 

- Petro Piasecky, Managing Producer 
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€ What are you thinking? 


Holding down L2 will bring up a list of what your 
character's currently thinking, shown as words floating 
around your character; and their content and stability will 
give you an idea as to that person’s current emotional 
state. Is your character depressed? Related words will 
Swirl around him or her. Are they afraid? Watch as the 
words shake and distort. More importantly, each is tied 
toa button, and pressing that button will make your 
character act on that thought. And because you're never 
completely sure what they're going to do—thoughts can 
trigger contextual actions, conversations, or just inward 
musings—the results might often surprise you. 


kicked during the fight. The 
choices available in each 
scene are part of what the 
game’s Managing Producer, 
Petro Piaseckyj, calls a “rub- 
ber band” approach. While 
the beginning and end of 
each scene is more or less 
fixed (assuming you don’t 
die), everything that happens 
in between is up to you. 

The approach was evident 
in another scene, in which 
Ethan Mars—the father of 


| a kidnapped boy—speaks 


with his psychiatrist in a 
ridiculously swank office with 
stained-glass windows. As 
the two men talk, Mars gets 
up and wanders around the 
room; while he does, the 
shrink—whose face is visible 
in close-up in a secondary, 
comic book-like panel— 
follows him with his gaze. A 
quick look at Mars’ thoughts 
reveals severe depression, 
and he tells the psychiatrist 
that he doesn’t want to go 
on living since the death of 
one of his sons, at which the 
shrink languidly asks if he 
thinks he should stick around 
for the remaining son. An- 
other look at Mars’ thoughts, 
and Petro decides to have 
Mars confess he’s been 
having recurring blackouts— 
at which the shrink doesn’t 
seem alarmed. He just tells 
him they'll talk more at their 
next session. It's a short 
Scene, and seems insignifi- 
cant—except that the things 
Mars telis the psychiatrist 
might later be repeated to 
the police. Dun dun dunnnn! 


MEET THE VICTIM 
The third new scene cen- 
tered on FBI profiler Norman 


Heavy Rain 









Jayden, who’s summoned 
to a late-night crime scene 
after a young boy’s body is 
discovered in a field next 
to some railroad tracks. 
After flashing his badge to 
the cops, he moves past 
the police line, puts on ARI 
(see sidebar on page 46) 
and begins investigating. 
Pulses from ARI uncover 
footprints—most belonging 
to the cops—as well as a few 
traces of orchid pollen and 
some blood on the tracks. 

After a cursory investiga- 
tion, Jayden meets the Cap- 
tain on duty, who walks him 
over to the body, kept under 
a special tent. It’s hard to see 
much through the gloom, but 
Jayden finds a superficial 
wound—apparently made 
postmortem, while moving 
the body—along with an 
orchid on the boy’s chest and 
an origami bird in his hand. 

It's not one of the more 
emotional moments in Heavy 
Rain—Jayden is detached 
and clinical in his examina- 
tion—but overall, the crime 
scene offers an excellent 
example of the sheer amount 
of detail crammed into ап 
average setting, with its thick, 
tall grass hiding hundreds of 
footprints and other clues. 

As Jayden retraces the 

killer’s steps and prepares to 
leave the scene, Piaseckyj 
points out an interesting bit 
of scenery—a flapping piece 
of fabric caught on some 
barbed wire—that serves 

no other purpose than to 
illustrate the numerous game- 
play possibilities developer 
Quantic Dream has squeezed 
into the game. 

“(Heavy Rain] has a lot of 
different gameplay mechan- 
ics within it,” Piaseckyj said, 
"but ultimately, it's about 
making emotional deci- 
sions... We are going to put 
you in some really mature, 
emotional situations, and 
you're going to have to make 
split-second decisions about 
what to do. 

“Or, you can do nothing,” 
Piaseckyj adds. But we just 
don't view that as an option. = 
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К The game’s Japanese 
title implies Trico is a 
“man-eating erne" but 
all we've seen him eat 


is barrels. 


The Last 
Guardian 


Publisher: SCEA | Developer: Team Ico | ETA: TBD 2010 


=> Have you hugged your pet griffon today? 


he most soulful and 
Т franchise 

in Sony's arsenal of 
exclusives is the /co series. 
It’s a mere two games deep 
thus far, with 2001's /co 
starting the series off and 
the prequel (or so everyone 
thinks, at least) Shadow of 
the Colossus arriving in 2005: 
However, those two games 
are beloved cult hits—land- 
mark games to those who've 
played them —thanks to 
heart-stroking stories and a 
melancholy, beautiful, atmo- 
spheric world. That history is 
why we're practically quaking 
with anticipation for The Last 
Guardian, the third game in 
the series and the first to 
appear on PlayStation 3. 
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You play as young boy, 

jose name isn't yet known 
(typical of the series, actual- 
ly) and who appears to be in 
considerable trouble— video 
footage shows him running 
as if for his life and desper- 
ately trying to escape some 
very elaborately armored sol- 
diers. He can leap chasms, 
shimmy along ledges, climb 
chains, and creep by on 
tiptoe. And if evasion doesn't 
work, he can wriggle out 
of a soldier's grasp or use 
objects in the world to save 
himself —for instance, one 
scene shows him throwing 
a barrel at a soldier, who 
then slips down the stairs 
and crashes into a scaffold, 
which collapses and buries 











R We still haven't forgiven 
Shadow of the Colossus for 
making us think our horse 
died. We're expecting to Тай 
completely in love with Trico. 


him in an avalanche of bar- 
rels and debris. 

Then again, you may just 
want to call your pet Trico, 
an “erne”—that’s apparently 
what zoologists now call a 
crazy giant, horned cat-thing 
with feathers, bird feet, and 
stunted wings. Trico accom- 
panies you through the 
game and serves not only 
as a companion — though 
one who, as an animal, 
doesn't always do what he's 
told— but as a protector and 
a pretty kickin’ ATV. You can 


use him as a living ladder, 
scrambling up his back and 
onto his head to reach higher 
ledges, you can have him 
carry you across long jumps, 
and you can use him as a 
submarine, swimming swiftly 
underwater with you clinging 
onto his hackles for dear life. 
He also eats barrels, or at 
least their contents. We're 
hoping there are no litter box 
moments. 

It's not exactly clear when 
in the series' timeline The 
Last Guardian takes place 
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« Series overseer Fumito 
Ueda has confirmed Trico 
is the creature’s name, but 
he hasn't yet really defined 
what Trico is. 


Internet speculators have 
guessed that it could be a 
pre-prequel—the facts that 
the boy lacks horns and the 
land is populated instead 

of desolate seem to place it 
before Shadow of the Colos- 
sus, and it’s easy to imagine 
Trico—who does have 
horns—as the predeces- 
sor of the colossi. Whether 
that proves true or not, The 
Last Guardian is nonethe- 
less looking like a singularly 
magical experience, and one 
that only PS3 can deliver. s 
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n ENTURE 


'his open-world, third-person 
T» simulator is what would 

happen if the team who made 
Grand Theft Auto drank a truckload of 
tequila and said, "Know what? Screw 
gritty realism. Wouldn't it be fun if you 
could skydive off the wing of a fighter 
plane?" You're special agent Rico 
Rodriguez, you've got 1,000-square 
kilometers of Southeast Asian island 
filled with vehicles to hijack and bad 
guys to shoot, and you have three 
things in your favor: a Batman-like 
grappling hook/zip line, an unlimited 
use parachute, and absolutely no 
regard for phrases like "that's not 
actually possible." 

It's all about mobility. Your 
grappling hook and parachutes give 
you a superhuman ability to catapult 
yourself around the environment, like 
Spider-Man with a jet pack. Want to get 
somewhere fast? Grapple the ground, 
leap and deploy your parachute, then 
reel in the hook, launching yourself 
forward. Or just grapple that low-flying 
attack helicopter, zip up, and hijack it. 
Or, you could grapple a speeding car 
and then deploy your parachute, which 
will vault you immediately into the 
air, where you can then grapple and 
hijack a fighter plane. Or you can just 
ride around on its wing. Whatever's 
cooler to you. 





| ETA: TBD 2010 








The grappling gun even makes your bungee cord. 15 an enemy sniper Grapple one, and then hit a fuel-filled of an attacking helicopter and watch 
considerable arsenal of weapons pinning you down? Grapple him, then barrel with the other end—it'll be the resulting pile-up take out the whole 
almost unnecessary, because both attach the other end of the bungee yanked violently toward the soon-to- crowd as you zip-line to safety atop a 
ends can be launched, essentially to a passing jeep and wave bye-bye. be-explosively-dispersed crowd. Or, nearby tower. It's a never-ending series 
attaching two things with a giant 15 there a whole pack of bad guys? you could bungee a tank to the bottom of beautiful disasters. 


We first heard about 
this sandbox-style, 
'60s-era biker gang 
game in 2008, and 
we'll be damned if 
we know much more 
about it now. We do 
know that there willbe 
motorcycles, and that 
said motorcycles will 
be driven on roads. 


Already out and selling 
like gangbusters 

in Japan, it looks. 

like Yakuza’s next 
installment might 

be released in North 
America (despite 

early reports to the 
contrary). The question 
и | Е | is, will we Westerners 
AR T Н $ be able to put down our 


This one had us at “Grand Theft Auto in the Old West." But now E. £g hamburgers and lassos 
that we've seen the hugeness of the game world, experienced a ong enough to care? If 
few saloon-clearing shootouts, and realized just how open-ended you're a true gamer the 
this frontier is, we'll form a posse and hunt it down if it doesn’t answer will be “yes. 
arrive soon. 
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| Am Alive LEGO Harry Potter 


Pub: Ubisoft | Dev; Ubisoft Shanghai | ЕТА: ТВО 2010 Pub: Electronic Arts/Warner Bros. Int. Ent. | Dev: Traveller's Tales | ETA: TBD 2010 





Yeah, the gag of 
remaking classic 
movies with goofy 
LEGO bricks isn’t 
really funny anymore, 
but considering the 
recent movies, we 
think the Harry Potter 
universe could really 
benefit from losing 
some ofits irritating 
adolescent angst. 
Don’t you? Plus, we 
really want to see 
This mysteriously titled survival adventure begins right before a catastrophic earthquake. You what a LEGO version 
then have to survive the resulting shattered cityscape, in which water is more valuable than gold, of Alan Rickman's 
people have gone all Lord of the Flies, and every step could bring a skyscraper crashing down Professor Snape 
around your head. Yes, you're alive. The question is, can you staythat way? looks like. 


LA Noire Pirates of the Caribbean: Armada of the Damned 
Pub: Rockstar Games | Dev: Team Bondi | ETA: TBD 2010 Pub; Disney interactive Studios | Dev: Propaganda Games | ETA: TBD 2010 


We'll see if Sony can 
keep it from slipping 
over to Microsoft, but 
in the meantime, we'll 
be drooling over Team 
Bondi and Rockstar’s 
slick "405-ега detective 
tale. It looks gritty, 
stylish, and above all, 
classy. Any game can 
feature guns and cars. 
Ittakes a special game 
to do it Sam Spade- 
style. 


EyePet 


Pub: SCEA | Dev: SCE London Studio | ETA: April 


EyePet isn't really Š K) Despite the 
agame—it’s more fact that 

like a super next-gen i e ar m Disney has 
Tamagotchi. You can o A announced a 

bet it'll Showcase z е 3 fourth Pirates 

some pretty amazing 4 5 7 Дега of the Caribbean 

new technology, $ . А movie, this game 
though—stuff that will — Дари У takes place before the 
make all those Project T Я & А events of the films, 
Natal fanboys a bit ра 5 е * and is shaping up to 
jealous perhaps? And 2 a e ^ be a fine open-world 
yeah—even if you're mu 2 8 adventure. Sounds 
tough, you'll fall in love 06 good, but will Captain 
with the sugar-sweet * = Jack make an 

little fleabag. appearance? 
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White 


> Build a town, bring your friends, and 
turn into a towering armored badass 
in 2010's first huge RPG 


ur perception of White 
0 Knight Chronicles has 

changed a lot since 
the first time we saw it; from 
the earliest trailers, it looked 
like a traditional (but excep- 
tionally pretty) Japanese 
RPG, with a main character 
-who could transform into a 
stupendously tall, robot- 
looking knight. Since its 
Japanese release a year ago, 
however, we now know it's a 
strange JRPG and quasi- 
MMO hybrid (like Phantasy 
Star Online or Borderlands), 
with a player-created avatar 
who tags along with the 
archetypal JRPG heroes in 
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the single-player campaign, 
but who can also tackle 
short, unlockable multiplayer 
quests online with up to 
three other players. 

What we didn't know until 
our most recent crack at the 
game was just how much 
bigger the U.S. release is 
going to be than the RPG 
that hit Japanese stores at 
the end of 2008. For starters, 
our version will feature exclu- 
sive extras, like online voice 
chat and dynamic, voice- 
acted ambient conversations 
among townsfolk. It'll also 
include some big features 
that are being introduced 





Knit 
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in Japan as downloadable 
content, but will come as part 
of the standard package for 
U.S. gamers. Oh, and you 
can build your own town. 
First, though, the story: if 
you haven't been following 
it until now, you'll probably 
want to know that White 
Knight Chronicles focuses 
on Leonard, a young wine- 
shop worker who lives in the 
kingdom of Balandor. At the 
beginning of the game, he 
and the new guy at the wine 
Shop — your avatar—are 
ordered by their boss to de- 
liver a wine shipment to the. 
castle for Princess Cisna's 
debut celebration. Unsurpris- 
ingly, everything goes to hell 
when bad guys show up and 
attempt to kidnap the prin- 
cess while the party's in full 
swing. Swept up in the inci- 
dent, Leonard discovers he's 
a "Pactmaker," which is a 
surprisingly tame way of say- 
ing he's able to transform into 
the super-sized White Knight, 
who's capable of stomp- 
ing most anything smaller 
than himself. Naturally, your 
avatar ends up as Leonard's 
Sidekick, and what follows 


White Knight Chronicles | PS3 | Available: Spring | Publisher: SCEA | Developer: Level-5 


is a whole lot of exploration 
monster killing, and recruit- 
ment of new characters. You 
know, the usual stuff. 


EXPLORE, CONQUER, 
AND BECOME A 
TWO-STORY BADASS 
On or offline, the action 
remains largely the same— 
traipse across impressively 
vast, lushly rendered 
expanses of coun- 

tryside, caves, and 
dungeons in two-to- 
four-person parties, hack 
to death whatever monsters 
you find and take their loot. 
The combat smacks of an 
MMO, with players issu- 
ing timed commands 

to their characters 

instead of just whaling 

on things directly, and as it 
turns out, it’s a lot more fun 
than it looks. 

You'll be able to switch 
instantly between Leonard 
and your avatar (or any other 
on-screen hero) to target 
wandering enemies for 
destruction from a distance. 
(A lot of the smaller enemies 
Seem fairly harmless; appar- 
ently, low-level baddies are 
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There's a lot of text _ 
flying by onscreen, but the 
graphics are still luscious. 


Get your look 
together 

Character customization in RPGs 
is nothing new, but White Knight 
Chronicles is the only JRPG we've 
seen that offers a sports-game 
level of control over custom avatar 
character creation. Adjusting 

your shape, selecting a gender, 
and choosing your starter head 
and hairstyle are just the basics. 
From there, you can minutely 
alter everything from the slope of 
your avatar’s cheekbones to the 
placement of moles to the default 
goofy expression he or she wears. 
So you're free to churn out an 
androgynous young hero, a weird- 
looking old lady, or a total anime 
princess if that’s what you want. Just 
remember: your avatar will be the 
face online players know you by, so 
adjust with caution, 


“| eonard discovers 
he's able to transform 
into the towering White 

Knight, who's capahle of 
stomping most anything 
smaller than himself.” 
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n Adyenture 
+ ent 5 x 
thing in the face is ме" 


sure exactly where its 


a lot less eager to attack you eliminate the short wait In order to transform, thot Его: Dragonfire:» earth dragoh takes 140 dmg. Гаа 





мев С 
if you're significantly stronger between action: also you'll have to have saved up N Nos pi d vede e o sme 


than they are.) Commands possible to create combo a certain number of ACs, and Y a in us 12 
to your teammates сап be chains of up to seven com- the more ACs you have when "8 d ENR, 7 S 
issued with L3 for ordering mands and assign them to a you transform, the more Y y 
the entire party to fall back single slot. However, because commands will be available CN 
or focus on a single enemy, each command eats up a to you as the White Knight. + 
or R3 which orders individual certain number of Action оная 
teammates around. Chips—points built up during 
In a slightly unusual move, the course of battles that are 
each character has a certain spent on attacks and other 
number of skill slots, to which ^ actions—using combos will 
attacks, spells, and items eat through your AC total a 
can be assigned. These slots little more quickly. 
can then be accessed rap- When things get really 
-idly during battle from a little. tough—as they will whenever 
horizontal menu, enabling dragons, giants, or any of the 
you to chain together actions other surprisingly common 
in a hurry as your characters creatures that tower over 
perform them on autopilot. everything else show up— 
The more your characters you can turn Leonard into 
use certain weapons, the the gleaming-and-GIGANTIC 
more moves they'll learn for White Knight, able to chain 
each, with about 50 available ^ together devastating attacks 
for each weapon type. that can make short work of 
As a time saving way to even the biggest monsters. 
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Add a Friend 


Get connected 


Just when you thought you 
already belonged to too 

many social-networking 
services, along comes White 
Knight Chronicles’ GeoNet. 
Aproprietary, in-game 
messaging system, it enables 
players to assemble in-game 
friend lists, send each other 
text messages, and basically 
do everything else that PSN 
already does. But it can also. 
be used to update an.in-game — — 
blog, and once you've acquired. 
the Crystal Camera item, you'll 
be able to take in-game photos 
to post to it. It'll also enable. 
you to see who's visited your 
pages, trace them back to 
their own pages, and maybe 
make new friends. 








CITY BUILDING, 
JRPG-STYLE 

The biggest addition to the 
game since its Japanese 
release actually happens off 
the battlefield: it’s the Geora- 
ma system, a holdover from 
earlier games by developer 
Level-5 (such as Dark Cloud). 
Here, you're given a plot of 
land, and are then given free 
reign to build a little town on 
it as you see fit. You can base 
it around farming, weapon- 
smithing, or other crafts, or 
you can just create a pic- 
turesque village with cafes, 
houses, and shops. 

It’s all very Sims-like, with 
players able to buy or earn 
everything from buildings, 
trees, fields, and gardens 
to random bits of scenery 
and fencing, which can all 
be rotated 360-degrees and 
plunked down anywhere 
inside your plot’s borders. 
The only caveat is the 
amount of stuff you can 
cram in is limited, but until 
you hit the cap, you’re free 
to go nuts. 

The editable area in your 
plot of land will also grow 
as you boost your Georama 
ranking, which can be done 
by meeting certain require- 
ments. To get to level two, 
for example, you need to fork 
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White Knight Ch 


"A whopping 50 multiplayer ques 
will be available on day one, with 
ore available later as DLC.” 


over 2,000 gilder (the game's 
currency), reaching level three. 
means you'll have to place 

a weapon shop somewhere 
within your village, and so on. 
Eventually, it'll go from a patch 
the size of a small farm to a 
full-fledged town, with mul- 
tiple, connected plots (ideally) 
filled with homes, businesses, 
and wandering residents, 
who will continually drop hints 
about what they'd like to see 
you create. Take their advice, 
and they'll be happier—and 
more productive. 

These residents can be 
recruited straight out of the 
single-player campaign, and 
any NPC with a yellow name 
floating above their head is 
a viable candidate. Once 
they've relocated, you'll be 
able to take or buy any food, 
items, or weapons they cre- 
ate whenever you visit your 
Georama. It's even possible 
to convince a weapon- 
combining frog creature (who 
will be instantly recognizable 
to fans of Rogue Galaxy) to. 
set up shop on your land, 
where it can meld together 
your old weapons to create 
something new and potential- 
ly more powerful or valuable. 


BRING YOUR FRIENDS 
Aside from giving you a cool 


home base from which to 
farm items, your Georama 
acts as a lobby for multiplayer 
games, which creates a little 
bit of pressure to make it as 
big and well-developed as 
possible before you invite 
people over. Your visitors will 
also be able to buy items from 
your Georama before accom- 
panying you on multiplayer. 
quests, which bring up to four 
players together (recruitable 
from 12-player lobbies, if you 
don't have a group of friends 
ready to go) and are designed 
to take about an hour to 
complete. The quests also 
contain rare items that you're 
guaranteed to never find in a 
single-player game. 

A whopping 50 multiplayer 
quests will be available on 
day one, with more available 
later as DLC, and these can 
be unlocked as you make 
your way through the single- 
player campaign (although 
there's no effect on the 
single-player experience). If 
you're the type to factor run 
time into an RPG’s value, that 
shoots the game up from 25 
to 40 hours for the single- 
player campaign, to 75 to 90 
hours with all the multiplayer 
quests included. 

The combination of online 
play with what appears to 
be a massive single-player 
campaign, as well as the 
potential rewards of messing 
around with Georama plots, 
and White Knight Chronicles 
is shaping up to be a serious 
time-sink when it hits this 
spring. So long as the sum 
is as impressive as the parts, 
the year-plus wait since 
WKC’s Japanese release will 
be well worth it. m 



























January 2010 | 55 


Shooters Action Adventure 


Final Fantasy Ж 


Pub: Square Enix | Dev: Square Enix | ETA: March 9 


Resonance of Fate 
Pub: Sega | Dev: tri-Ace | ETA: TBD 2010 


Led by veteran JRPG 
designer Takayuki 
Suguro, this first-time 
team-up between 

| ш-Асе and Sega is 
filled with potential. 
The new story is eco- 
friendly and employs a 
semi real-time battle 
system, Resonance 
could be just what old- 
school PlayStation fans 
have been waiting for. 


Magic The Gathering: Tactics 


Pub: Sony Online Ent. | Dev: Wizards of the Coast | ETA: TBD 2010 


Like card games? 
Good. Turn-based 
tactical games based 
on card games? 
Excellent! Wizards of 
the Coast is bringing 
their classic card 
game and all its 
collectable monsters 
and spells to the PS3 
in turn-based tactics 
form so you can get 
your geek on like 
never before. 
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R One of the most anticipated RPGs of 2010, Final Fantasy 
Xilltakes players to a new world where creatures that 

live inside crystals wage war on the city of Cocoon with 

a handful of exiled resistance fighters. The Active Time 
Battle system returns with some minor tweaks, alongside 
stellar graphics and lush art design. 


Alpha Protocol 


Pub: Sega | Dev: Obsidian Ent. | ETA: Spring 


Join CIA Agent 
Michael Thorton 

on the run from 

the government he 
serves. The Dialogue 
Stance system lets 
you play it cool like 
James Bond, rough 
like Jason Bourne, 
or somewhere in 
between like Jack 
Bauer. Whichever 
“stance” you choose 
has an impact onthe | 
story that unfolds. 


Arcania: A Gothic Tale 
Pub: DreamCatcher | Dev: Spellbound Ent. | ETA: TBD 2010 


The fourth 
installment of the 
Gothic series gets 
amini-makeover 
with vibrant colors, 
variable climates, 
and a name change. 
The combat features 
a stamina bar that's 
tied to the action 
combat. Players 
can also tweak 
their characters by 
assigning attributes 
across different 
Classic RPG classes. 
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Front Mission Evolved 
Pub: Square Enix | Dev: Double Helix Games | ETA: Spring 





Jump into the realm Chicks dig giant 
of DC Comics with this robots and you 

4 licensed superhero should, too, in this 
MMO. Players can eighth installment 
choose to take up. of the Front 
either with Justice Mission series. Hop 
League or Legion of inside the Wanzer 
Doom in a battle of mechanical suits for 
good and evil that alittle mech-on- 
spans several DC mech action or hop 
Comic environments out for a familiar 
like Gotham City or on-foot action RPG. 
Metropolis. Expect to experience during 
see a lot of fan-favorite some battles. 
DC characters, 


Two Worlds 11 
Pul TopWare Int. | Dev: Reality Pump | ETA: TBD 2010 


The high-flying space Two Worlds Il features 
opera prequel lands on totally overhauled 
PS3 after a successful graphics, gameplay, 
‘sweep on Xbox 360. and writing to improve 
The real-time battle on the fantasy realm 
system adopts anew laid down in the first 
feature called Battle. game. The story. 
Exalted Action Type picks up almost 
that lets you customize immediately where 
your characters" its predecessor 
fighting styles. Bonus: leftoff and takes 
the PS3 version the player to new. 
includes both English locations in previously 
iy Ў 4 and Japanese voice undiscovered lands of 
toolly...\eos. VOM УО ОИУУ tracks, Eastern Antaloor. 


The Agency | | Final Fantasy XIV 


Pub: Sony Online Ent. | Dev: SOE | ETA: TBD 2010 | Pub: Sony Computer Ent. | Dev: Square Enix | ETA: TBD 2010 


It’s spy versus spy The Final Fantasy 
versus many other series goes 

spies in this espionage- massively multiplayer 
themed MMO. The once again with an 
world is divided into all-new world and 
two spy agencies advancement system 
that determine what based around four 
types of classes and four 
players receive; either city-states, The 
stealth or action. The game features cross- 
streamlined interface platform play so PS3 
makes the whole owners can join up 
game look more like with PC players to 

an action game than take on the brave 

ап MMO. new MMO world. 


| Fallout New Vegas 
Pub: NIS America | Dev: Gust! ETA: TBD 2010 Pub: Bethesda Softworks | Di 
- Rorona marks the first Return to the 
time the 11-game-long desolate world of 
Atelier series graces Fallout 3 with an 
| the PS3. Despite the all-new spinoff game 
K updated 3D graphics developed by Obsidian 
é and fancy visual style, Entertainment, which 
the game stays true was founded by some 
to the series’ roots of the mad geniuses 
by focusing on item behind Falloutand 
synthesis and telling. Fallout 2. Expect more. 
the game's story ofthe same role- 
through a visual novel playing action instead. 
system. You wanta of a regression toward 
traditional Japanese old-school tactical 
RPG? Here's your RPG elements. 
game. 
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"Split/Second 


How do you spell high-speed 
racing fun? E.X.P.LL.O.S.I.O.N.S. 


e're about one 
minute into Split/ 
Second's newly 


revealed Downtown course, 
when we jerk the wheel right 
to avoid an exploding build- 
ing. We accelerate blindly 
through the smoke and 
debris of another blast, and 
spot two opponents on our 
tail. Timing it just right, we 
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trigger a “Powerplay,” set- 
ting off another explosion 
behind us. The massive det- | 
onation hurls their cars into 
the air, fragmenting them 
into countless shards of 
metal and glass. “Holy &^96t! 
That was cool!” We blurt out, 
almost reflexively. Sure, our 
car was just totaled, but that 
was fun. Really fun. 


PlayStations The Official Magazine 


Almost everyracing game has issues with opponent Al. Black Rock uses 


a sophisticated networking tool thatconstantly reads data from every 


erson's c Itin {puts itto filters that measure the 
"Jocations: shes, Рол айбе most action, etc. Principle 
designer Serkon Hassan analyzes the data to create the most 
dynamic Al possible. “in essence, what you'll have is a system that 
can adapt to each player so that you can have an extended life well 
past the first season.” 
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An arcade-style racing 
game designed to deliver 
enormous course-altering 
blasts, Black Rock Studio’s 
upcoming Split/Second aims 
to be the racing game that 
Hollywood’s Michael Bay 
(Transformers, Bad Boys, 
Armageddon) would make— 
big, bold, and explosive. 
“From a production point of 
view, we have never done 
anything like this before,” 
says Nick Baynes, game 
director at Black Rock Studio 
(makers of last year’s excel- 
lent off-road racer Pure). He 
then adds, “To be honest, | 
don’t think anyone has made 
anything like this before.” 

And gamers are watch- 
ing—Split/Second, which 
garnered “Best Racing Game 
of Show” at this year's E3, 
isn't just highly anticipated. 
In many ways, it's unprec- 
edented. 


MARIO KART MEETS 
DEATH RACE 2000 
Vaguely similar to the 
premise of Death Race 2000, 
Split/Second puts you on 

a race-themed TV show in 


which eight drivers pilot 
souped-up muscle cars at 
eye-melting speeds. What's 
different is that the drivers 
can increase their chances of 
winning by strategically trig- 
gering Powerplays—that's 

a fancy, made-up word that 
means "setting off very large 
bombs." Interestingly, the 
game isn't about murder- 
ing people in horrifically 
bloody ways (nor is it about 
dropping bananas like in Nin 
tendo's famous kart series). 
Rather, it's about detonat- 
ing the environment at the 
right time to alter the track 
and outfox your opponents. 
Yes, the environment is your 
power-up. 

Powerplays come in three 
flavors: simple, sneaky, and 
cataclysmic. First (and cheap- 
est, energy-wise), there's 
your small, basic detonation 
which just slows you (or an 
opponent) down, causes 
minor damage and alters your 
path without killing you. Then 
there are the sneaky Power- 
plays, which create shortcuts. 
For instance, in the Docks 
level you can trigger a crane 
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to collapse, which blocks off 
a section of road (thereby 
slowing down opponents 
ahead of you) and opens up 
another route for you to take, 
saving you time. Then there 
is the grandaddy of them all, 
the fully charged Powerplay. 
Setting one of these off will 
topple entire skyscrapers, 
crumple bridges like tin cans, 
and crash-land jumbo jets, 
all of which slam onto the 
course, permanently altering 
it—and if you’re unlucky, 
potentially crushing you in 
the process. 

Despite each racetrack's 
destructive complexity, play- 
ing Split/Second is actually 
very simple. Racing from one 
of two perspectives (behind- 
the-car or bumper cam), you 
accelerate with R2, brake with 
L2, and fill your Powerplay 
gauge by drifting through 
turns, drafting behind oppo- 
nents, getting air from jumps, 
and pulling off *near-misses" 
(i.e. getting as close to an 
explosion as possible without 
taking damage). Setting off a 
Powerplay merely requires the 
press of a single face button. 

In another move toward 
simplicity, Black Rock has 
eliminated the standard HUD 
seen in every racing game— 
you know, the one you never 
See because it's in the corner 
of the screen and you don't 
want to take your eyes off the 
road—and smartly replaced 
it with a lap (1-3) and posi- 
tion (1-8) display between 
the rear brake lights. There 
is no speedometer — rarely 
do arcade games provide 
speedometers (because 
they're not trying to simulate 
real speed anyway). There is 
no rear-view mirror, though 
there is a rear-look button— 
which can be used to trigger 
a Powerplay on opponents 
behind you if you get good 
enough with it. It's essen- 
tially a double punishment 
for those already choking on 
your exhaust fumes. 


ARCADE LINEAGE 
All of this may sound "been 
there, done that" to any 


60 | January 2010 


[A463 | PS3 in 2010 












“The fully charged Powerplay will topple 
entire skyscrapers, crumple bridges like 
tin cans, and crash-land jumbo jets.” 


A Full disclosure: We don't 
recall there being quite this 
much motion blur in the actual 
game. What we do recall is a 
blistering sensation of speed. - 


veteran of arcade racing 
games; after all, on PlaySta- 
tion 2, Criterion's popular 
Burnout focused on fantastic 
crashes. The surprise 

hit Flatout was all about 
physics-based damage. And 
Atari's Stuntman dared rac- 
ers to complete trap-laden 
Hollywood stunt courses. 
But Split/Second is bigger 
and more ambitious, creating 
Hollywood set-pieces and 
utilizing the environment to 
change the dynamic in a 
racing game on a whole new 
scale. "The original idea for 
Split/Second came about 
three-fourths of the way 
through the PS2’s life-cycle,” 
explained Baynes. *We saw 
games like Burnout and Flat- 
out, and we felt the one area 
in arcade racing games that 
hadn't been touched was the 
environment." 


У Lots of racing games have 
tried destruction, but none have 
tied it into the gameplay this 

cleverly—or this bombastically. 
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Э You'll probably never see 
this engine in-game unless 
your car is exploding into 
shrapnel, but it’s nice to know 
there’s detail under the hood. 







„ Frame Rate: 


To shape a racing game 
based on changing, explosive 
environments, Black Rock 

looked at older, now classic 


э 


Ѕопіс Воот 
Audio director Steve Rockett is 
pushing the limits with sound 
effects. Instead of using a 
traditional “cross-fade” sound 
model like most racing developers, 
he employs a “playback” model. 
This model captures a larger range 
of engine frequencies, which can 
be split out into thousands of 
little chunks. The result is а fuller, 
richer, and more responsive engine 
sound. Rockett also utilizes a sound 
harmonizer, which he uses to 
overlap, for instance, the sound of 
a Corvette Stingray and a Ferrari, 
~to-createa totally new engine 
sound. For explosions, he says, 
“We've been using afterburners, 
jet engines, big grinding axle 
sounds, lion roars, whatever it 
takes to make it sound right. They 
subconsciously create that fear 
factor, which is really important in 
Hollywood movies.” 
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СЕВРИ 
arcade games like Sega’s 
Outrun and Daytona USA, and 
Namco’s Ridge Racer, but 
Baynes explains it was equally 
influenced by games outside 
the racing genre. 

“It's funny to say this, but 
games like Half-Life 2 and 
CoD 4: Modern Warfare have 
influenced us as much as 
Ridge Racer and Daytona 
USA,” said Baynes. “Modern 
Warfare provided such a 
great experience; it sucked 
you in emotionally. And even 
though it’s a bit old now, 
Half-Life 2 brought buildings 
down in a way where you 
could see the physics of the 
buildings as they collapsed. 
The drifting from Sega’s 
Outrun, the damage from 
Burnout, the emotional expe- 
rience of Modern Warfare— 
they were all definitely things 
that were in our psyche dur- 
ing the initial concept phase 
for Split/Second." 


RACE, IGNITE, EXPLODE 
In addition to the Downtown 
course, Black Rock revealed 







































new play modes and the 
game’s progression scheme. 
Split/Second is built around a 
robust single-player campaign 
called “Season” and a multi- 
player mode that includes a 
two-player splitscreen option 
and eight-person online play. 
(Before you scoff at the two- 
player, know that PTOM gets 
a ton of letters from players 
who still cherish splitscreen 
modes.) Season mode con- 
sists of 24 episodes, in which 
each episode will comprise 
different racing events. 
Throughout Season, you'll 
experience every single kind: 
of game mode, including the 
never-before-seen Nemesis 
mode, which we sampled dur- 
ing our visit to Black Rock's 
Brighton, England studio. 
Nemesis plays like the. 
Terminator 2: Judgment Day's 
wild riverbed chase scene. 
Remember the motorcycles, 
the 18-wheeler, and the 
endlessly persistent T-1000 
Terminator driving the truck? 
Obviously, Split/Second's 
version doesn’t star a shape- 
shifting cyborg assassin, but 
the game idea is essentially 
“survival” with cars. You start 
behind a truck that’s dropping 
explosives and oil-filled bar- 
rels, and your goal is to avoid 
them and pass the truck. 
You must stay alive as long 
as possible, earn extra time, 
and achieve the top score. 





Split/Second 


The course we saw also took 
place in a concrete riverbed. 
It's a hairy, competitive affair. 
There's also the aptly 
named "Quick Race." In this 
mode, you can select any 
race type— individual courses 
from Season, Nemesis, 
online multiplayer, two-player 
splitscreen, etc. Not only 
will race types break up any 
possible repetition, but each 
course also offers different 
set-pieces and diverse ways 
to expend your energy. For 
instance, by saving up power 
and triggering your Power- 
play at the right moment dur- 
ing the airport course, you'll 
bring a 747 aircraft crashing 
down onto the track. If you 
do the same in the Down- 
town course, you'll trigger the 
collapse of a two-kilometer 
span of bridge—the biggest 
single animation in the game. 
Given the level of destruc- 
tion in each race, the three 
vehicle classes (super cars, 
muscle cars, and trucks) are 
all unlicensed, American- 
influenced, and meaty in de- 
sign. As you progress, newer, 
better cars are unlocked. 
Lead vehicle artist Paul Phil- 
pot demonstrated how doz- 
ens of panels fly off vehicles, 
including a chassis that splits 
into three parts when hit 
by big enough blasts. “This 
game is all about destruction, 
and because we don’t have 
any car licenses, we can do 
whatever we like with them,” 
he said. “Our cars can liter- 
ally be torn into pieces.” 
Seemingly every aspect of 
Split/Second centers around 
its explosions: Whether it’s 
the vehicle reacting to blast 
effects, the graphics engine 
rendering volumetric smoke 
that actually casts'&hadows 
on buildings and cars, or 
the layered sound packets 
consisting of ricocheting 
bullets, lion roars, and jet 
engines. Black Rock's efforts 
are ambitious, but its long 
tradition in racing games and 
its laser-focus should make 
Split/Second's spring debut 
even more explosive than the 
game's detonations. m 
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Blur 


Pub: Activision | Dev: Bizarre Creations | ETA: February 15 


screwing over your fellow racers any way you can gets a next-gen and social 

network-powered upgrade in Blur. 20 cars on colorful, stylized tracks duel to 
snag bright icons that add energy bursts, rockets, shields and the like to your Audis 
and Nissans. The garage houses a select roster of muscle cars and specific high-end 
racers, with customization options that you can share through a unique and extensive 
in-game social network. Earn Fans (the game's currency) and even build a following 
online as the racing focus aims squarely at fun overstimulation. 


Б lassic arcade-racing action with nitro boosts, power-ups, explosions, and 


ModNation Race 


Pub: SCEA | Dev: United Front Games | ETA: Feb 2 


gets its second showcase in a slick kart racer that puts all the tools in your 

hands. That means designing the tracks, the karts, the characters that drive 
them, and even the buildings, fields, and objects surrounding your raceway. Up to 12 
players can race on preset or fan-made tracks. The Create option lets you paint broad 
strokes of track, trees, and obstacles with effective Al automatically placing bridges 
when tracks cross. It looks more straightforward than LBP's toolset, which in turn 
should lead to more tracks and more content sharing among the community. 


Т: Play-Create-Share mantra introduced by Media Molecule’s LittleBigPlanet 
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Pub:SCEA | Dev: Polyphony Digital | ETA: March (Japan); TBD 2010 (U.S.) 
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+ graced our inaugural cover back in Holiday 2007 and we're still waiting. The 
PSP release means all focus should now be on what everyone expects to be 
the definitive next-gen racing sim. The studio’s tight relationships with ай 

the major auto manufacturers guarantee not only an absolutely insane number 
of different real-world cars (over 950), but also that their virtual recreations will 
leave out no detail. The visual definition is outstanding; the scope and scale of 
the options (70 track variations) including extensive online features to encourage 
worldwide tournaments is staggering. Even better, cars will now show scraped 
paint and crumpled fenders from those inevitable pile-ups. 


Kart racing with 
Sonic and his regular 
cast of buddies like 
Tails, plus guest 
appearances from 
Super Monkey Ball's 
AiAi and Shenmue’s 
Ryo among others. 
make for a simple, 
family friendly racer. 
ў c Eight-player online is 
as you manage your. A i promised, along with 
own team ánd tace... UU E. и splitscreen racing for 
in arcade or + eke | "um : those couch-sized — 
sim modes. " j Nie " Вет! rivalries. 
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Hit the deck! 


'eah, that's right, Skate 
Y: Hard to believe we're 

already on the third 
game, right? Just two years 
ago, Tony Hawk had a verita- 
ble stranglehold on the genre, 
and now the Skate franchise 
is not only a smashing suc- 
cess but an annual release as 
well (almost). So what's new 
this time around? Well, there's 
a handful of new tricks, of 
course— most notably dark 
Slides. And you'll be able to 
own spots in an all-new city: 


Port Carverton, which actively 
celebrates the skating lifestyle 


rather than capping rails and 
hiring rent-a-cops. 

But the big change this 
time around is the overall 
goal and the means by which 
you achieve it. Rather than 
skating merely for personal 
glory, you'll be able to build 
your own skate brand: you 
can design board graphics, 
Shoot video clips, and even 
build your own skateparks, 
then share them with the 
online community and receive 
in-game rewards every time 
someone downloads your 
content. 

Better still, recruit your 
real-life friends to create the 
ultimate skate team and earn 
rewards by dominating the 
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competition in both unique 
offline challenges and intense 
online competitions. Practical- 
ly everything you accomplish 
in the game will strengthen 
your brand and help you sell 
decks...all while skating with 
your friends. 

We recently had a chance 
to step back on the Skate 
deck and session Port Carver- 
ton in a big ol multiplayer 
demo, which of course gave 
us a chance to check out the 
new team-oriented versions 
of the classic multiplayer 
game modes. In no particular: 
order, we tested Dominate, 

a timed free-skate battle 
to claim objects with high 
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ame 


scores; One Up, a turn-based 


Score competition (think team 
S-K-A-T-E); Own the Lot, a 
mini-tournament in which 

the system randomly selects 
three of nine events; and of 
course, Death Race. 





ru 


Ф As your brand grows, 
you'll start to see it pop up 
around the city: kids riding 
your decks, shops sporting 
your goods, and more. 

ЧУ Port Carverton offers three 
distinct districts: the uni- 
versity, downtown, and the 
industrial district, seen here. 





& Needless to say, the 

Hall of Meat returns with a 
vengeance. So when this. 
guy loses his deck and 
falls into the canyon below, 
you'll know exactly how 
damaged he really is. 






Needless to say, the events 
were a blast. Not so much 
because Skate desperately 
needed co-op but because 
the mechanics on which the 
series was founded remain 
largely the same: flick the 
Left-analog stick to perform 
grinds and flip tricks, hold 
L2 or R2 for grabs...you 
know how ít goes. And if you 
don't, no worries: the “Skate. 
School” training mode and 
adjustable controls should 
make you a pro in no time. 
Frankly, we were tempted to 
just skate off into the city. But 
for those of you who hunger 
for competition, rest assured, 
Skate 3 will deliver. 


Placing ali its football- | 


playing eggs in the. 

» animation and physics 
Basket of its powerful 
“engine, this longtimé- 
coming upstart has? 
an intriguing edge. 
For sports fans that 
care more about true 
recreations of dekes, 
jukes, and bone- 
crushing hits than 
about actual NFL- 
licensed teams. 


EA takes on THQ's current darling of the mixed Skiing, skating, and jumping are part of this 
martial arts space, TapouT, by going full bore 14-event winter Olympic package. Eschewing 
with a broad roster of popular names from the usual button-mangling, thumb-bruising 
the sport. Can it look as good as Fight Night? controls of yore, this game cashes in on 

Will UFC relent on being “at war" with EA? the quick-time event craze to add a layer of 
We'll know when the bell rings. timing and skill to your quest for the gold. 


The hits just keep on coming... 


Y 





Is that every PS3 game you'll be playing in 2010? Believe it or not, no. New 
games are announced every week, and that’s not to mention those that are 
still under the radar. For example, here's a list of even more games that we 
believe are coming in 2010, but can't speak freely about at press time. Some 
are still only rumors, some have been hinted atin developer blogs and other 
slip-ups but not officially announced, and some definitely exist, but we're 
Still waiting for confirmation of a PS3 version or a North American release 
date, But we honestly expect to see at least 90-percent of these revealed for 
PS3 in the near future. ЕЗ 2010 should be very interesting. 
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THE FIRST ENDING 
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WHAT HAPPENS? If you never finished 
playing Со04, put this magazine down 
and get back to it. After aborting several 
nukes and essentially saving the world, 
Soap, Price, and Gaz are chased on 
trucks, pinned down, and wiped out by 
Zakhaev's troops. All seems lost, but with 
one last effort a wounded Price skims his 
pistol to your hand. You take aim and fire 
off the last few bullets... 
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WHAT HAPPENS? Originally a strictly non-canon co-op mode, Nazi 
Zombies has you holding off hordes of the undead with up to three 
pals. The best bit? Probably the pacing. The first few rounds are calm; 
planning exit routes and building up funds as the occasional zombie 
trickles in through the window. 15 minutes later, you're bunched in 

a corner, back against the wall, taking out three per second. We've 
never felt quite so alive. 





WHAT HAPPENS? Black Cats is the on-rails (yes, you heard 
right: on-rails) shooting section in World At War where you 
man all the gunners’ positions in а РВУ Catalina flying boat. 
As you dash between guns, desperately fending off attacks 
from Japanese destroyers, knocking out incoming kamikaze 
fighters, and rescuing drowning U.S. sailors from the water, 
the soundtrack—pounding Japanese drums—builds to a diz- 
zying, thrilling crescendo to match the action. This is how all 
rail-shooter sections should be. 
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WHAT HAPPENS? Nothing makes 
feel mortal like cowering in a sn 
filled trench, clutching a rifle, whi 
а squadron of Nazi tanks rolls оче! 
your head, shaking the earth around 

you. This may be one of Call of Duty 

2's many pre-scripted moments, апа“ 
there's no way you can actually di 
beneath the tank's substantial met 
treads, but it is a terrifying i 
ence nonetheless. Your Alu 
look pretty scared too... : 


WHAT HAPPENS? You haven't seen virtual fear until you've 
looked into the faces of your comrades as you cross 
the Volga into the German-occupied half of Stalingrad. 
They look terrified —and rightly so. All around you, boats 
explode as Nazi aircraft strafe and dead bodies float in 
the river. Lots of your friends died that day. 


1 POTATOES FOR 
GRENADES 

Call of Duty 2 

The training level amusingly 

has you lobbing potatoes rather 

than grenades, due to a lack of 

ammunition. 
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Climbing into the gunner’s seat 
and firing rounds using thermal 
imaging was a surreal and gripping 
experience. 


13 PRICE KILLS 
AL-ASAD 

Call of Duty 4: Modern Warfare 
After interrogating a terrorist, Price 


coldly shoots him in the head. Brutal, 
and comparable to murder. 





Bagging an online kill is satisfying 
enough, but the XP reward makes it 
all the sweeter. It’s the perfect kill 
indicator—headshots just don't feel 
the same without a yellow +10. 
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1 KILLCAM 
HIGHLIGHTS 

Call of Duty 4: Modern Warfare 

Some love them, some hate them, but 

they're a great way to rub salt into a 

wound, and level the learning curve 

without too much stress. 


WHAT HAPPENS? Half-way through CoD4 and you think you’ve 

seen (а; Wrong! Incthisflashback-mission you play as a WHAT HAPPENS? "Did that just happen?" was the first thing we thought 
young Price, sneaking through western Russia to assassi- when the chopper carrying our character, Sgt. Jackson, gets slammed by 
nate Zakhaev. As you wait at the start you think you're alone, a shockwave and goes hurtling to the ground. It’s an astonishing moment 
but the ground in front of you rustles and you see Captain when the bomb goes off, and a harrowing one when you take control of 
MacMillan appear from his perfectly camouflaged position. Jackson as he crawls out of his crashed helicopter before dying of his 
One of the best-paced solo levels ever. Fact. wounds on the devastated city street. 


WHAT HAPPENS? Just because the credits have rolled, it doesn't mean you're off the job. CoDZs 
second ending is a mini-mission set on an aircraft. As an operative only known as Alpha-One-One 
you're on board to retrieve a VIP and jump out of the plane with him. It' both mysterious and thrilling. 
Are you playing as Soap? Are Captain Price and Gaz still alive? 


|| SIEGE OF BRIDGE MAYENNE 
all of Du 


WHAT HAPPENS? With your. engineer wounded, it falls to your increas- 
ingly unpredictable Sergeant to diffuse the bombs you’ve been sent 
Wa S SS or death oF en Tous m to disarm in this important French town. Your task is to cover him as 
АТ HAPPENS? Sure, there are plenty of death-or-glory charges in the Call Of Duty series, but none ME " : z E 
quite match the mad dash at the start of the Hill 400 level. In the face of heavy mortar and gun fire, he does his job, leading to some desperate fighting as the Nazi's flood 


your U.S. Army squad charges across open fields to try and take a well-defended German bunker. With towards your squad from both ends of the bridge. It's got emotion, 
only a handful of smoke grenades at your disposal, sometimes you survive, other times you don't. tension, and plenty of action —another perfect Call Of Duty set-piece. 








N 1 SNIPING ZAKHAEV ) SETT 1 STALINGRAD p E 
Call of Duty 4: L A Call of Duty 2065 
1 ос We Modern Warfare Call of Duty: We | This gripping mission basically al [ Vorld la 
Even CoD veterans will have trouble Taking wind speed and the Coriolis Burning a man to a crisp is both re-enacts the incredible Battle of Aside from the superb Nazi Zombies 
besting Gaz during training, but effect into account makes the critical satisfying and horrifying. We still Stalingrad scene from the film and the lame tanks, the dogs were 
the feeling of accomplishment is shot in this flashback mission much feel guilty... slightly. Enemy at the Gates. World at War's only notable addition 
immense. more satisfying than the rest. to the multiplayer experience. They 


did make you feel like Mr. Burns 
though... Release the hounds. 
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BACK IN 2002, A SMALL GROUP OF ex-Medal 
of Honor developers left Electronic Arts to form a 
new company, Infinity Ward, and work on a game 
dubbed “Call of Duty.” At the time, the news 
barely registered—but when Infinity Ward’s first 
game launched іп 2003 to universal acclaim, it 
became very big news. Call Of Duty 2 became a 
launch game for Xbox 360—overshadowing the 
hyped Quake /V—and although PS3’s first entry 
in the series was the less than stellar CoD3, the 
following year heralded the genre-defining Call 
of Duty 4: Modern Warfare. Seven years 
after CoD's inauspicious birth, Infinity 
Ward is responsible for the “biggest 
entertainment release ever"—and 

the hype's not far off the mark. 

So join us, as we celebrate 
Seven years of the seminal 
war shooter, from Normandy 
to the Soviet invasion of 
Washington. 


Battle Timeline 
War never changes... 


GAME: Call of Duty 
FIGHTING AS: Sergeant Alexi 
Ivanovich Voronin, 13th 
Guards Rifle Division 
BATTLE: Red Square, 
Stalingrad, Russia 


GAME: Call of Duty 2 
FIGHTING AS: Sergeant John 
Davis, 7th Armored Division 
BATTLE: Operation 
Supercharge, North Africa 





ig 


DEV: Infinity Ward 
RELEASED: October 2003 

FORMATS: PC, Xbox 360, PSN 

WHAT IS IT? The first Call of Duty game 
of the series, and the only one to utilize 
medikits instead of regenerating health. 
DEFINING MOMENT: After fighting 
through Stalingrad and Poland, the last 
Soviet campaign sees Russian forces 
attacking Berlin and storming the 
Reichstag, a prominent symbol of Nazi 
Power. The final moments of the game 
have you raising the Russian flag from 
the roof of the building, a poignant act 
that marked the end of the Nazi reign. 


DEV: Infinity Ward 

RELEASED: October 2005 

FORMATS: PC, Xbox 360 

WHAT IS IT? The first Call of Duty to 

appear on a console. It featured a classic 

line in the credits, "No cows were 

harmed in the making of this game," 

referring to the number of dead animals 

in the Normandy levels. 

DEFINING MOMENT: The mission to 
secure Hill 400 sees Allied forces battle 
to take the strategically prominent 
location from the Germans, and 

| then fight back against a terrifying 
counterattack. The struggle sees you 
running around a central bunker trying 
to hold off seemingly endless German 
forces in a harrowing siege. 
















GAME: Call of Duty 3 
FIGHTING AS: Corporal 
Bohater, Polish Armored 
Division 

BATTLE: Hill 262, Mont 
Ormel, France 


GAME: Call of Duty 2 
FIGHTING AS: Corporal Bill 
Taylor, Dog Company, American 
2nd Ranger Battalion 

BATTLE: The Battle of Point 
du Hoc, France 


GAME: Call of Duty 3 
FIGHTING AS: Private 
Nichols, American 29th and 
90th Infantry Divisions 
BATTLE: Saint-Ló, France 


Y 


GAME: Call of Duty 
FIGHTING AS: Private Martin, 
101st Airborne Division 
BATTLE: Brécourt Manor 
Assault, France 

































CALL OF DUTY3 
DEV: Treyarch 
RELEASED: November 2006 

FORMATS: PC, Xbox 360, PS3, PS2 
WHAT IS IT? Treyarch's first CoD game, 
which saw more extravagant battles and 
button-matching mini-games. 

DEFINING MOMENT: The opening level, 

in which you storm a church. After your 
convoy is attacked it's a non-stop hectic 
rush through a French graveyard full of 
Nazis, the deafening roar of the conflict 
is terrifying and only topped when a 
plane crashes into the church tower. It's 
one of the biggest moments in the series. 















Со04: MODERN WARFARE 
DEV: Infinity Ward 

RELEASED: November 2007 
FORMATS: PC, Xbox 360, PS3, Wii 
WHAT IS IT? Infinity Ward's modern 
reboot of the series lifts the intensity 
of their trademark gun battles into а 
present day world of counter terrorism 
and Generation Kill-style conflicts. 
DEFINING MOMENT: A nighttime Marine 
raid “somewhere in the Middle East.” 
The set piece battle sees you storming 
buildings using infrared targeting and 
night vision. The result is an exhilarating 
and confusing mix of chaos as muzzle 
flashes and dancing green laser sights 
pierce the darkness. 


Me DUT уа) 
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September 15, 1944 
GAME: Call of Duty: World 

at War 

FIGHTING AS: Private Miller, 
United States Marine Corps 
BATTLE: Peleliu Island, Palau 
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April 30, 1945 

GAME: Call of Duty: World 
at War 

FIGHTING AS: Private Dimitri 
Petrenko, 150th Rifle Division 
of the 3rd Shock Army 
BATTLE: Reichstag, Berlin 
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1996 

GAME: Call of Duty 4 
FIGHTING AS: Lieutenant Price, 
British Special Air Service (In 
a flashback sequence before 
he became captain.) 

BATTLE: Prypiat, Ukraine 
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CoD: WORLD АТ WAR 
DEV: Treyarch 

RELEASED: November 2008 
FORMATS: PC, Xbox 360, PS3 

WHAT IS IT? Treyarch's second stab 

at the franchise was big on action but 
lacked subtlety, despite Gary Oldman 
and Kiefer Sutherland getting on board. 
Still, zombie mode is classic. 

DEFINING MOMENT: The American 
assault on the Pacific island of Peleliu, 
which put a tropical twist on the usual 
beach landing and later introduces the 
flamethrower. The terrifying weapon 
makes its debut burning out bunkers 
and incinerating Japanese troops—their 
writhing, flaming bodies marking a new 
level of horror for CoD. 
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CoD: MODERN WARFARE 2 
DEV: Infinity Ward 

RELEASED: November 2009 

FORMATS: PC, Xbox 360, PS3 

WHAT IS IT? Infinity Ward's second 
present-day shooter and its first-ever 
direct sequel, with multiple returning 
characters. For instance, “Soap” 
MacTavish, is back, now the leader of 
Task Force 141. 

DEFINING MOMENT: The fast-paced 
shootout and chase through a South 
American favela (shanty town). It marks 
the first appearance of non-combatants, 
meaning you need to watch who 
you shoot more than ever. MW2 also 
introduces larger, less linear levels. 
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2011 2016 2016 
GAME: Call of Duty 4 GAME: Call of Duty: Modern GAME: Call of Duty: Modern 
FIGHTING AS: Sergeant Paul Warfare 2 Warfare 2 


Jackson, United States Marine 
Corps Force Reconnaissance, 
1st Force Recon 

BATTLE: Middle East 


М 
p 


FIGHTING AS: Sergeant Gary 
“Roach” Sanderson, Task 
Force 141 

BATTLE: Kazakhstan 


FIGHTING AS: Sergeant Gary 
“Roach” Sanderson, Task 
Force 141 

BATTLE: Rio de Janeiro, Brazil 
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wo years is a short time, 

as far as game develop- 

ment goes. For many 

series, that’s just enough 

time to slap together a few 
new characters, upgrade the lighting 
and textures on the same old set- 
tings, throw in an extra weapon, and 
tie the whole rushed package together 
with a half-developed storyline. We've 
come to expect, and even accept, this 
business-driven fact. The developers at 
Infinity Ward, however, clearly have not. 

Modern Warfare 2 is much more than 
a simple follow-up to 2007's shooter, 
Call of Duty 4: Modern Warfare. This is 
a bigger, bolder, braver game and the 
absolute best kind of sequel: one that 
stays true to the success of the original, 
but then expands and departs so dra- 
matically from the previous formula that 
you'll never want to go back again. 
That said, you probably should replay 
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the first Modern Warfare at least once, 
as clear memories of the previous game 
can greatly enhance MW2’s single-player 
campaign. Beloved characters like "Soap" 
MacTavish and Nikolai (and others we 
refuse to spoil) not only return, they play 
major roles and often reference their past 
exploits together. Defeated enemies like 
Imran Zakhaev live on, their deaths inspir- 
ing even worse bad guys to follow in their 
footsteps. Some of the most spectacular 
Scenes— including the beginning and 
ending — pay painstaking homage to 
favorite moments in МИ/7. The whole 
world-war plot, in fact, hinges on the after- 
math of your actions in that first game. 
Start playing with a similar scope 
and scale in mind, though, and you'll 
be blown away. Like we said, this is far 
grander stuff than before, with missions 
that are almost ridiculous in their ambi- 
tion and diversity. The battles range from 
close-quarters prison assaults with night 
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Watch for this level. 
You'll love it. 

























THE CONTROVERSIAL “NO RUSSIAN” MISSION, which places you deep undercover with a terrorist cell 
during its massacre of civilians at a Moscow airport, has garnered a lot of attention leading up to the 
game's release. Is it too rough for you? Here are а few points that may help you decide: 


= You are warned when first loading the Start menu, and given the option to skip the level preemptively. 
a You can also skip during the mission, and won't be punished through missed plot details or Trophies. 
= You don't have to kill any civilians yourself, though you can't stop the terrorists from doing so. 

= The level is an integral part of the story, and is not gratuitous in that context. 

= The subject matter is tackled with seriousness, in the same way it is handled in film or literature. 

я Modern Warfare 215 rated "M" for "Mature"—and there's a reason for that. 


Ultimately, we can't tell you whether this level is okay with you or not. That's your call. But we do have to = 
applaud the developers for including such a thought-provoking, if unsettling, mission. 
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vision goggles, laser-sight beams, and 
riot shields to a wide-open, pick-your- 
path defense of a suburban neighbor- 
hood full of fast food restaurants and 
typical, American homes. One hour, 
you'll be sneaking through a blinding 
blizzard, using a silenced pistol and 
heartbeat monitor to pick off unsuspect- 
ing guards. The next hour, you'll be 
racing through a crowded marketplace 
in South America, jumping over chicken 
coops and firing frantically at the guer- 
rilla warriors surrounding you. 

For a supposedly realistic game, 
Modern Warfare 2 exhibits a giddily 
unrestricted imagination. If something 
sounds cool in theory, this sequel will 
Stretch the conventions of the shooter 
genre and the extremes of its alternate 
history storyline (did we mention you 
fight through the White House and Oval 
Office as well?) to make that crazy con- 
cept a thrilling and rewarding actuality. 
Seriously —at one point, you're literally 
floating in space, staring down at the 
Earth below. True, many of the missions 
seem a tiny bit shorter than in the origi- 
nal, and true, none of them quite reach 
the subtle brilliance of Chernobyl sniping 
in "All Ghillied Up." But you'll be too 
shocked and awed to really care. 








And that's just the campaign. Many play 
Call of Duty for multiplayer alone, and 
MW2 does not disappoint there either. 
Infinity Ward has cranked up every 
aspect of the game's online component, 
then added an entirely new cooperative 
mode that ought to serve as a template 
for other developers: “Special Ops." 
These are one or two-player missions 
inspired by events in the Story modes 
of both the original Modern Warfare 
and this sequel. Like the campaign's 
prison scene? You and a partner can 
try to escape together. Like sniping? 
You can revisit the ghillie suits from the 
first game, counting 1-2-3 to coordinate 
double shots. Like the snowmobiles? 
You can race them. 

In other words, there's plenty to do, 
and plenty to replay. Special Ops isn't 
a quick distraction, but a fully-tormed 
arcade mode that deliv- 
ers significant added 
value. We would have 
liked four-player co-op, 
and maybe some level 
of mission customiza- 
tion, but nevertheless 
it's a solid bonus to an 
already rock-solid game. 

Finally, and most 
importantly for some, 
what about the competi- 
tive multiplayer? Again, 
this is not a superficial 
makeover. With 16 maps, 
new modes, weapons, 
equipment, perks, 
attachments, customiz- 
able kill streaks (two 
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words: tactical nuke), and mechanics 
(like a possible third-person perspective), 
MW2 makes its predecessor seem like a 
shell of a game. It's some of the most fun 
you'll have online, and will feel fresh even 
if you've been cranking through daily 
Modern Warfare matches since 2007. 

Modern Warfare 2 is everything you'd 
want from a sequel. What the campaign 
lacks in subtlety, it makes up for with 
brutal intensity and unexpected grandeur. 
The multiplayer is packed with newness, 
but doesn't unbalance or confuse the 
already solid foundation. And Special Ops 
is an addictive extra you'll demand in all 
shooters from now on. When the game 
falters, which it rarely does, you'll be too 
buried under a thick pile of fun, polish, and 
shrapnel to even notice. 

Charles Barratt and Tyler Wilde 
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Spanish Available 


DIRECTV Más" 
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and English-language channels 


Get 21 movie channels! 
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А game so amazing, the entire PTOM 
staff recommends it. A must buy! 


жжжжу 


Not quite a timeless classic, but one of 
the finest of its breed. 


ЖЖЖ Ж 


A finely crafted, thoroughly enjoyable 
experience. Worth your time and money. 


A strong game. We noticed some flaws, 
but there’s more to like than loathe. 


If the topic/license/style is your thing, 
there’s enough to keep you entertained. 


An equal blend of sweet and sour. 
Discerning gamers can find better. 


A smattering of entertainment hidden 
amongst an abundance of flaws. 


“Argh!” will be the self-created sound- 
track of this game. No thank you. 


We played it so you don’t have to. Now 
you owe us cookies, 


EN -o 


Hey, it comes in a free plastic box! Wee! 


CoD: Modern Warfare 2 p. 72 


LittleBigPlanet (PSP) p. 79 


Assassin’s Creed |! | PS3 | Но! 09 


WWE SVR 2010 | PS3 | Dec 09 


Uncharted 2 | PS3 | Nov 09 














Meet the experts delivering your buying advice 


It’s the New Year! Time for the PTOM staff to look ahead and ponder the games we’d like for 2010. 


ERIC BRATCHER 
EDITOR-IN-CHIEF 


Barring the revelation of a new Legend of 
Dragoon or Psychonauts 2, Eric is all about 
The Last Guardian. Ico, the first game in the 
series was a captivating adventure shared 
by a boy and a princess. The prequel, 
Shadow of the Colossus, delivered another 
unforgettable companion, Argo the horse. 
The Last Guardian has a huge cat/bird 
thingy. Sounds like Eric needs a friend. 


NOW PLAYING: Dragon Age: Origins, Assas- 


sin's Creed Il, CoD: Modern Warfare 2 


ASSISTANT EDITOR 


It's rare that a game embodies Scott's actual 
worldview, so he can't wait to sink his teeth 
into BioShock 2. True, the unusually large 
development team (four studios?!) and Ken 
Levine's limited involvement are somewhat 
disconcerting, but Scott has faith that 2K 
Marin can put together a compelling single- 
player experience. Multiplayer on the other 
hand, well...we'll have to wait and see. 


NOW PLAYING: Guitar Hero: Van Halen, CoD: 


Modern Warfare 2, Uncharted 2, MAG 


When Sega intimated that they wouldn’t 

be bringing Yakuza 3 to the U.S., Roger 
considered taking the whole year off. Now, 
that they've indicated that they haven't 
completely ruled out the possibilty, hope 
has blossomed in his blackened heart. But 
if Yakuza 3 doesn't come, he'll probably just 
spend all his time inventing new ways to 
torture people in Just Cause 2. How healthy. 


NOW PLAYING: LEGO Rock Band, Band 
Hero, Karaoke Revolution, FIFA Soccer 10 


CARLOS RUIZ 
EX-INTERN 


Actually, we're really not sure what game 
Carlos the Intern wants in 2010, since he's 
the third staffer to depart during the Great 
Exodus of "09. These things do happen 

in threes—just like celebrity deaths. But 

if Carlos were still here, we have a feeling 
he'd vote for a new Battletoads...or what- 
ever game of the week he could score from 
us for free. Stay thirsty, our friend. 


NOW PLAYING: Batman: Arkham Asylum, 
Marvel vs. Capcom 2...(Probably.) 
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KEN BOUSQUET 
ART DIRECTOR 


Fortunately for Ken FIFA comes out every year 
whether he is ready or not. So he sits in his 
chair waiting for Jon from the mail room to 
arrive. Unfortunately, FIFA 10 already came out 
so there is really nothing for him to look forward 
to. Unless he gets his hands on the elusive 
copy of PES 2010, that is. Until that happens he 
will practice his free kicks and wait patiently for 
2011 to arrive. 


NOW PLAYING: FIFA Soccer 10, Briital Legend, 
Assassin's Creed Il 


|! MIKEL REPARAZ 
GAMESRADAR 


Mikel would love a remake of the Peter Moly- 
neux classic Syndicate, but its futuristic, GTA- 
style take on real-time strategy might not hold 
up so well against modern carjacking games. 
So instead, he'll spend another year hoping in 
vain for a new Jaws title, especially one that’s a 
survival-horror game from the point of view of 
someone hunting—and being hunted by—the 
shark. For God's sake, someone feed the man! 


NOW PLAYING: Assassin's Creed Il, Borderlands, 
Uncharted 2 
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PS3 PRICE: ESRB: PUBLISHER: 


ix very different beginnings. 
Several world-defining end- 
ings. Gazillions of should/ 
shouldn't, will/won’t decisions 
percolating in the middle. It's not just 
Dragon Age: Origins' epic 80-plus 
hour odyssey through an engag- 
ingly realized fantasy realm that will 
cause fatigue. It's the surprising 
brain ache. This thinking-man's 
RPG is remarkable for many rea- 
Sons, but its overbearing scale 
and variety are the parts that 
stand out from the get-go. 
It begins however you want. 
You choose from six stories, 
Six varied backgrounds (each 
a good six to eight hours long 
before the main quest even starts), 
Six racial and cultural traits that shape 
your personality. The only common 


DEVELOPER: 


thread is that no matter what origin 
you select, Fate has decreed that 
you will become a Grey Warden, a 
savior of your land...if only the people 
would support this noble goal. 

Aside from that central quest, 
however, there's incredible variety in 
the way the rest of the game unfolds. 
It starts with the dialogue. Extensive 
conversation trees let you retune 
your origin story, and moral dilemmas 
enable you to change your mind and 
doctrine with a simple button-click. 
These all affect how the other folks in 
this world treat you, and by the con- 
clusion of your journey, you'll realize 
that the numerous, seemingly innocu- 
ous conversations had a very real 
and tangible impact on your game's 
ending. Who does what for whom, 
and how hard? It's in those moments 
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that Dragon Age: Origins will feel like 
the greatest achievement in RPG his- 
tory, but you'll have endured—maybe 
barely survived —a grueling, frequently 
fruitless journey. 


Saving the kingdom from a ravening 
horde of Darkspawn is trickier than 
you'd think—it seems everyone has 
their own things going on. You'll be re- 
minded of a Monty Python skit when 
random villagers say (to paraphrase), 
“Ooh, saving the land, are you? Well, 
that's пісе. Ра help, but go fetch my 
dirty washing first." Ingrates. 

Still, those odd jobs or random 
encounters can lead to new charac- 
ters joining your ranks. You and three 
other companions embark on most 
missions, and while some story-cen- 
tral characters always join, your party 
varies depending on your dialogue 
choices or the actions of NPCs. We 
found a balance for our warrior by 
bringing two mages (one offensive, 
one a healer) and a rogue to unlock 
chests that may hold scraps or real 
treasures. You may choose differently. 

What all these dialogue, race, 
and cohort options mean is that 










your game experience will play out 
very differently from ours. Everyone 
nimbly navigates the same broad 
map (maybe traveling to towns in a 
different order, ignoring or embracing 
random pleas for assistance across 
this war torn land), encounters most 
of the same people, and tackles the 
same dungeons and challenges. But 
most everything else is up for grabs. 
Our relationships—even the 
potentially intimate ones (saying the 
right things and giving appropriate 
gifts will help you woo a girlfriend or 
boyfriend)— will be wildly different. 
Your dialogue choices; allegiances 
with factions within the cities, 
villages, and wilderness routes; 
random encounters or conversa- 
tions with merchants, refugees, 
and orphans will all shape your 
own story. And in combat, there's a 
























huge difference between classes. 
If we picked a mage as our main 
character, and you a warrior, our 
experiences will be worlds apart. 


These differences arise from the fact 
that combat gets very tactical, and 
the various classes are so specialized 
that each requires a unique strategy 
to achieve victory. Fundamentally, you 
need to keep all four party mem- 
bers alive—each will have a critical 
role—and that requires brainpower. 
For example, your healer should be 
primed to support the warrior and 
damage-dealing mage (if you have 
them). If they're attacked — which they 
will be...a Jot — what are their choices? 
The answer to that question 
depends entirely upon what skills 
you've given them and how you've 
arranged their combat 
tactics. Choosing skills 
for each character as 
you level up your party 
seems somewhat 
arbitrary at first. Pick 
the most death-induc- 
ing effect and then 
make sure it's equipped 
in the next combat. 
But the strategic depth 
of this system soon 
reveals a complex layer 
of management that 
can totally change the 
outcome of battle. 
Similarly, while you 
can pause and switch 
between any character 
in the frenzy of combat, 
or even queue up 
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specific attacks for each character 
before unpausing, you'll appreciate 
having an actual, premeditated game 
plan—more so once flanking maneu- 
vers are introduced, or when enemies 
prove too clever to charge madly at 
you as they would in most games. You 
can also assign detailed behaviors to 
each party member. Telling your attack 
mage to always aim for whatever 
enemy you're targeting is a simple 
tactic. Instructing your warrior to 
change to another stance (which gives 
him different attacks) once his stamina 
drops below a certain threshold is a 
more sophisticated example, but a 
potentially life-saving one. Learning to 
manage these layers of complexity — 
especially on the fly during battle— 
takes time, but proves massively 
rewarding once you've nailed it. 

As Origins regains pace and ingenu- 
ity you'll revel with renewed gusto in 
a role intrinsic to Ferelden's survival. 
Dor't be surprised if some late-game 
decisions make you literally stop, 
walk around, ask a significant other 
what you should do before you pick 
a direction. Oh sure, you can focus 
on gettin' some sexy on (for Trophies 
only, of course), leveling up, and 
snagging some new items, but after 
this extraordinary level of commit- 
ment, your focus will be on winning... 
though what that victory looks like to 
you could be very different from our 
experience. Rob Smith 
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The gun-wielding 
humans play very 
differently from 
the lithe, melee- 
focused Na’vi. 





PS3 PRICE: $59.99 ESRB: Teen PUBLISHER: Ubisoft DEVELOPER: Ubisoft Montreal 


ake no mistake about it, 
PS3 |А | М James Cameron's Avatar 
The Game is a good 

accompaniment to the first major 
Cameron film since 1997's Titanic. 
Ubisoft has re-created the lush, 
vibrant Na'vi home world in video- 
game form, giving this straight- 
forward third-person shooter just 
enough love and craft to satisfy 
potential movie fans. But strip off 
Cameron's name and remove the 
cinema tie-in and 3D gadgetry 
(you can play the game in 3D if 
you've got the right high-end gear) 
and Avatar is revealed as average. 

In an expansive single-player 
campaign, you're presented with 
the option of playing as a human 
soldier or a Na'vi avatar. The 10- 
foot tall Na'vi wield great strength 
and athleticism, but primitive hand 
weapons, making for excellent 
close-quarter fighters. Humans 
rely on heavy weaponry like nail 
guns and tactical air strikes, but are 
weaker at close-in combat. 

This contrast in play styles is 





deep enough to make each cam- 
paign rewarding, but there are little 
gameplay issues that wear down 
our enthusiasm. Avatar has pacing 
issues and little seems original or 
exciting. In one typical mission after 
another, you upgrade weapons and 
skills, blast animals and enemies, 
rinse and repeat, with little care over 
who lives or dies. Thus, the "been 
there, done that" action eventually 
begins to test your patience more 
than your skill. And if it doesn't, the 
poor voice acting and writing will. 
The controls are passable 
for basic shooting and strafing 
against mindless Al, but when 
challenged by real-life humans, 
you'll cringe and curse at the 
imprecision. The controls are 
especially problematic when 
piloting a vehicle or attempting an 
accurate jump across basic struc- 
tures like rocks and logs. (Though, 
to be fair, in one scenario we 
watched as an A/-controlled Na'vi 
fell off a log three times trying to 
reach us.) 


Avatar's multiplayer mode 
reflects the distinct fight styles 
of both camps, but provides a 
disappointing paint-by-numbers 
experience. The 10 maps, five 
modes, and 16-player support 
look robust on paper, but the 
maps are lackluster, the fighting 
unbalanced, and the gameplay 
hampered by the aforementioned 
sloppy controls. 

Avatar is lush, beautiful, and 
distinct looking, and in the 
unlikely event you actually own a 
stereoscopic TV and high-end 3D 
glasses, you can play in full 3D. 





You can constantly upgrade 
weapons (like flame-throwers and 
shotguns) and skills (like instant 
health and berserk). 


E 





There's no shortage of spectacle 
even if you don't have 3D glasses. 


The 3D tech is fun and worth 
experiencing but has a disorient- 
ing effect. Still, most gamers don't 
yet have the gear to enjoy that 
aspect—and this isn't the game 
that's going to convince you to 
run out and make that purchase. 
Douglass C. Perry 
** *j 

















PSP PRICE: ESRB: 


hen LittleBigPlanet was 
first unveiled at the 
2007 Game Develop- 
ers Conference, the crowd was 
floored. Its easy, intuitive approach 
to user-created level design was 
like nothing anyone had seen 
before, at least not in a console 
game, and it seemed like a grand 
promise only the PS3 could fulfill. 
So when it was announced that 
LittleBigPlanet was coming to 

the PSP, it was impossible not to 
suspect it would end up a horrible, 



















PUBLISHER: 


DEVELOPER: 


stripped-down shadow of the 
original. Thankfully, those fears 
were wrong. 
LittleBigPlanet loses a few 
things in the translation to PSP— 
most notably multiplayer co-op, 
some level-building features 
and the third layer of depth in its 
2.5D levels—but that aside, it’s 
a beautifully realized game that 
comes remarkably close to deliv- 
ering what its PS3 cousin offers. 
This new LBP boasts the same 
physics-driven platforming game- 
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Жжжж ж 
Editors’ Choice 


play (slightly tweaked to be more 
responsive, actually), the same 
easy, rubber-stamp approach 

to designing custom levels, and 
the same ability to share your 
creations online. You can still 
plaster nearly every surface with 
stickers, and your Sackperson is 
still customizable with a slew of 
different accessories and dynamic 
facial expressions (although you 
can’t wave its arms and wiggle its 
head anymore). And even with all 
that going on, it’s one of the best- 
looking games on PSP. 

Like the original, LBP consists 
of four main sections: the pre- 
made story levels, the “My Moon” 
level creator, the “My Pod” space 
(now just a tool for customizing 
your Sackperson and online 
profile), and the downloadable 
community levels. The new story 
levels are meaty and fairly amaz- 
ing, with enough personality and 
clever, complex design to goad 
would-be creators to do better. 
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As before, each set of levels 
follows a “creator” theme (with 
seven in all), and each features 
a few optional bonus levels that 
tend to end the moment you die. 
The real meat of LBP is the 
level-creation, though, and here 
the PSP version is especially 
impressive. While some features 
have been stripped out—you can’t, 
for example, cut shaped holes in 
the middle of objects anymore— 
there are still a ton of materials 
and tools at your disposal, from 
cardboard and glass to pistons, 
switches, and dynamic music. 
Even the creature-creation tools 
are here, enabling you to populate 
levels with autonomous monsters. 
With a little planning and creativity, 
it's possible to create and share 
some incredible content. This is an 
amazing technological feat, and 
anyone with a PSP, an imagination 
and a sense of fun should play it 
immediately. Mikel Reparaz 
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Since the game’s only redeeming quality is Van 
Halen's music, we can't help but wonder why 
their songs weren't simply released as DLC 
for Guitar Hero 5. 


Guitar Hero: 
Van Halen 
More like Van Failen 


PS3 е 
PUBLISHER: Activi LOPER: Underground 
Development/Neversoft/Budcat Creations 


orry for the obvious "Van Failen” 
$: but it’s deserved. Van 

Halen’s music is perfectly suited 
for music games: shredding guitar so- 
los, over-the-top vocals, and some of 
the most recognizable guilty-pleasure 
anthems that heavy metal has to offer. 
So the songs are a blast to play...yet 
massive failings throughout the rest of 
the game kill the fun. 

The biggest problem? The game’s 
based on 2008's Guitar Hero: World 
Tour, not the more recent and vastly 
improved Guitar Hero 5. So all those 
awesome new features—like unique 
bonus challenges for each song, im- 
proved animations, and drop in/drop 
out Party Play—have all disappeared. 

And though Van Halen’s 28 tracks 
rock, the other 19 songs (with no DLC 
announced) feel like a complete grab 
bag. Yellowcard? Third Eye Blind? 
Another Weezer song? Seriously, 
what do any of these bands have 
to do with Van Halen? And where is 
all the bonus content? The only real 
extra is Rock Facts mode, which lets 
you watch your band play a song as 
dull trivia scrolls across the screen. 

Guitar Hero: Van Halen is a step 
back for the franchise. If you got it 
free by preordering GH5, great. But 
right here, right now, it’s not worth 
60 bucks. Scott Butterworth 


80 | January 2010 


2 pal 


Band Hero 
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PS3 PRICE: $59.99 ESRB: Everyone 10+ PUBLISHER: Activision/RedOctane DEVELOPER: Neversoft Ent. 


onfusion. That's your initial reaction 
when you pop in Band Hero for the 


first time. "Um, why's it called Band 
Hero? It's basically Guitar Hero 5." Except the 
menu's and graphical interludes are awash in 
pink and lavender and feature an innocuous 
"toon style that makes an iCarly episode seem 
edgy. Someone figured out that most music 
gamers were already in the Guitar Hero or 
Rock Band camps and the only undecideds 
were the Tweeners. Violà...Band Hero. 

The 65-track song collection is where Band 
Hero's style shift is most notable. Gone are 
most of the darker, brooding, hardcore Rock 
tracks—replaced by less-threatening offerings 
from acts like Spice Girls, Nelly Furtado, and 
Hillary Duff. To be fair, there are less obviously 
Tween-oriented tunes throughout the song 
collection—some with immensely challeng- 
ing note tracks (the Mighty Mighty Bosstone's 
*The Impression That I Get" for one). But we 
could have done without the six tracks from 
dev Neversoft's house band and three Taylor 
Swift songs are about three too many. 

But while the music, characters, and perfor- 
mance settings have all taken a step towards 
the pop side, the Guitar Hero franchise's 
polished gameplay remains unsullied. The 
ability to tailor your band's vocal/instrument 
line-up as you like, the excellent competitive 
multiplayer, and the convenient and acces- 
sible Party Play mode are all highlights. The 
new Sing-Along mode (aka Karaoke) isn't a 
groundbreaking addition, but it's...nice. 
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We could debate endlessly whether there 
was any need for Activision to come up with 
the Band Hero moniker, but the end result is 
another solid Guitar Hero game. But one thats 
appeal is more directly linked to your opinion of 
the track list than usual. Roger Burchill 


It's not that we're 
haters, but we really 
wouldn't mind if 
Kanye stepped up 
to the mic here. 


Familiar characters 
like Judy Nails are 
back in Band Hero, 
but somehow 
appear...Tweenier. 








Rock on! Songs from LEGO Rock 
Band can be exported to play in 4 
gs Rock Band titles. 





PS3 PRICE: $49.99 ESRB: Everyone 10+ PUBLISHER: Warner Bros. Ent. Int./MTV Games DEVELOPER: Traveller's Tales/Harmonix Factory 


hen LEGO Rock Band was first 
announced, the jaded gamer in 
us started muttering something to 


the effect of “...marketing ploy to serve the 
brand Kool-aid to kid gamers...” Which in 

all honesty, it probably is. But LEGO game 
entities possess a distinct personality all their 
own, and jaded as we may be, we can’t help 
but find them endearing. LEGO Rock Band is 
no exception. 

In gameplay terms, LRB is essentially no 
different than any other Rock Band title. 
You'll still rock out in the standard form with 
a mic, guitar, bass, and drums (or any combi- 
nation therein). The only significant game- 
play addition is the Rock Power Challenges 
which present scenarios like demolishing a 
building or battling a giant octopus using the 
“power of Rock" (your performance) as your 





Rock Power 
Challenges offer 
strangely compelling 
scenarios like bat- 
tling a giant octopus 
from the deck of a 
pirate ship with the 
power of Rock. 


24 
| 


“weapon.” The meager 45-song track list is 
LGR's weak point (compared to Band Hero’s 
65 tracks) but the Rock-lite ensemble of 
songs will still appeal to most gamers. 

But LGR’s true calling cards are its style 
and personality. From the opening intro 
cinematic (which mimics and builds upon the 
first Rock Band's opener) to the Story mode 
cutscenes to the characters to the venues to 
the seemingly endless array of collectible 
vehicles and items, everything is presented in 
the classic LEGO-style with keen observation- 
al humor and wry wit. It's cool enough to see 
a group like Queen represented in LEGO form, 
but when you come across Freddie Mercury 
in a UFO during an alien-abduction-themed 
cutscene...well, that's absurdly awesome. 

Roger Burchill 
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Extensive customization options mean singer 
and venues can be tailored to your tastes... 








: Blitz Games 


or a game with “revolution” in 
Е its title, there’s not all that much 

radical innovation going оп 
here. Instead, this latest installment 
in Konami’s party singing franchise 
plays a bit of catch-up with its rival 
SingStar-series by offering licensed 
master recordings (as opposed to 
cover versions —finally), the ability 
to download additional tracks, and 
even online play. 

There are a wide variety of cus- 
tomization options ranging from aes- 
thetic elements like singer and venue 
creation to more functional features 
such as playlists and expanded party 
modes. But as impressive as the level 
of adjustability is, we're not sure that 
it really enhances the experience or 
improves on singing along to a music 
video as with SingStar. 

Still, at its core, Karaoke Revolu- 
tion is a solid, enjoyable singing 
game. The 50 included tracks 
offer a wide range of artists from 
a variety of eras. While the over- 
all flavor leans towards pop 
music, most everyone will 
find'at least a few agreeable 
tunes to warble. And while 
KR isn’t exactly revolution- 
ary—c’mon, it's karaoke— 
just add some friends апа. 
your beverage of choice 
and you'll have a good 
time. Roger Burchill 


«but Karaoke Revolution's 
style seems more American Idol 
than Rock ‘т? Roll. 
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hile Assassin’s Creed 

Il hits seemingly 

every other platform, 
the PSP is getting a side-story 
sequel to the first game, starring 
Crusades-era assassin Altair. 
Picking up where Assassin's 
Creed left off, Bloodlines follows 
Altair to the island nation of 
Cyprus, which has been bought 
outright by the sinister Templar 
order. Determined to destroy 
them, Altair kidnaps female Tem- 
plar commander Maria Thorpe 
and heads off to investigate. 








DEVELOPER: 


What follows is an impressive 
handheld recreation of the first 
game's action, complete with 
free running, quiet stabbing, and 
the ability to scale buildings like 
a monkey. The environments 
are less ambitious than the first 
game’s—Altair explores the 
cities of Limassol and Kyrenia, 
which are divided into small, 
walled "districts" that load up 
separately—and the crowds are 
almost nonexistent. But the high- 
speed exploration, climbing, and 
combat are still pretty fun. 





In fact, the combat’s a little 
better than in the first game, as 
it’s much easier to simply hack 
foes to death. You'll also have 
to switch up your game during 
Bloodlines’ six boss fights, in 
which reversals—the old standby 
for winning fights quickly—often 
won’t work. Other improvements 
include linear story missions, 
which replace the repetitive 
side tasks (still present, but now 
strictly optional) Altair had to 
complete in the first game just to 
unlock assassinations. 





Ultimately, though, Bloodlines 
is held back by the limitations 
of the PSP format. It looks 
great and the camera is rarely a 
problem, but the smaller, less- 
detailed environments lack 
the clever design and sense 
of freedom that made explor- 
ing the first game a blast. The 
controls are finicky, too, and it’s 
not uncommon to hit a wall or 
ladder at the wrong angle and go 
leaping off in the opposite direc- 
tion you intended. Finally, most 
enemies are barely a threat at 
all—because only a few can be 
onscreen at a time, it’s easy to 
evade them, kill them, or simply 
run to the next district before 
they can wear you down. Blood- 
lines is still enjoyable (and a big 
improvement over the disap- 
pointing Altair’s Chronicles), but 
if you weren't a fan of Assassin's 
Creed to begin with, its scaled- 
down action and backstory 
insight won't change your mind. 
Mikel Reparaz 








' Synchronization 
: Complete 


We've said it before, but it bears 
repeating: connecting B/oodlines 
to the PS3's Assassin's Creed II 
nets you cool stuff. Altair can get 
health upgrades and hidden-blade 
improvements earned by AC //'5 
Ezio, while Ezio’s inheritance 
consists of six unique weapons— 
one for each defeated Bloodlines 
boss—and any valuable Templar 
coins Altair finds, 
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God of War Collection 








PS3 PRICE: ESRB: PUBLISHER: 
hile God of War IIl won't be in our 
hands until March, God of War 
Collection takes two of the PS2's 

finest and best-looking action games, God of 

War and God of War ІІ, and remasters them 


one nev 


DEVELOPER: 





naked sa good 


is a little weird, and the cutscenes that use 
in-game characters weren't remastered, and 
so look fuzzy and jaggy by comparison. But 
overall the games look considerably better 
than their original system-limit pushing PS2 





on PS2, there's really not much to say, 
except that each game now has its own set 
of Trophies, and if you want the definitive 
editions of these games, Collection is worth 
picking up. The monstrous Hydra (along 
with all the series' other towering beasts) 
has never looked better. 

If you haven't played them, 
now's the perfect chance to 
be introduced to the bald, 
half-naked, perpetually 
angry badass Kratos 
and his gore-soaked 
exploits. These mainly 
involve ripping every 
monster in Greece to 
bloody shreds in 
a misguided— 
but immensely 
captivating— quest for 
revenge and absolu- 
tion from his past sins. 

Luckily, there's much 
more to the God of War se- 
ries than endless brutality: lots 
of ingenious puzzles, trap-filled 
platforming sequences, and chances to 
earn upgradable magical attacks and weap- 
ons. These were two of the PS2's greatest 
games, and they're just as compelling—and 
much better looking—on PS3. It's hard to 







in full HD. It's not perfect—the combination of incarnations. 


PS3-caliber textures on PS2 polygon models 


‘On which of these islands could you dip your toes into the 
Caribbean Sea? 


Madagascar 


Australia 


PRICE: ESRB: 
PUBLISHER: DEVELOPER: 


t's Buzz! (Again!) Ring in with the (required) wireless buzzer control- 
lers as you tackle 5,000 more trivia questions with up to eight players. 
New game modes (including a make-your-own- 
questions option) join a flashier presentation, 
proper online play, and simpler menus, 
but there are fewer single-player 
options and you can’t leave an empty 
online lobby without quitting the 
game. Quiz World’s about as fun аз 
Quiz TV; maybe next year we'll get 
the best bits of both. 












Dan Amrich 


If you've already played through the games 
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argue with that package. Mikel Reparaz 

















ESRB: 
DEVELOPER: 





PRICE: 
PUBLISHER: 


ou'll start this vehicular adventure playing 

as teenaged "alien" Lem, plodding around 
on various bicycles doing mundane missions like 
mowing lawns. It picks up a little once astronaut 
Chuck and the puppy-like robot “Rover” turn up, 
bringing along some avoid-the-cops and exploration 
sections to complement the occasional race. But most 
vehicles still handle like sluggish, bacon-wrapped hockey 
pucks, the camera's wonky and there are far too many loading screens. 


Think twice before exploring this planet. Alan Kim 
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You've got a lot better chance 
of dropping the three-point 
bomb on your foe when your 


momentum is high. 


PS3 PRICE: $59.99 ESRB: Everyone PUBLISHER: EA Sports DEVELOPER: EA Sports 


Т: "amateur" sibling to the 
pro NBA Live big brother 
definitely feels like a dif- 

ferent kind of hoops experience. 

Aside from introducing some of 

the on-court tactical refinements 

from Live 10 (such as the Al 
movement and reaction to inside 
post play), the on-court action is 
really defined by the coaches call- 
ing out their tactics. The coach’s 
attitude, expressed through 
pop-up windows of barked-out 
instruction, impacts your players’ 
on-court decisions immeasurably. 
As the onscreen coach’s off- 
screen decision-maker, you can 


select your team’s play style (for 
example, a particular “motion 
offense” that might suit the size 
and make-up of your roster). 
Plays are then executed based 
on that theme, supported by 
slick play mechanics that enable 
you to press one button to start 
darting runs with your guard, tell 
the center to jostle for space in 
the paint, or signal your outside 
shooters to get free for a three- 
pointer. While that could seem 
like regurgitating canned moves, 
almost like quick-time events, it 
actually recreates the dynamic 
and free-flowing play style that 


Many folks call 
college a purer 
form of basket- 
ball thanks to 
its emphasis on 
team play and 
fundamentals, 
like boxing out 
on a rebound. 


distinguishes the college game. 
Certainly, the format ably 
represents the college game’s 
upbeat tempo and teamwork 
requirements over the pro’s glitz 
and star power. No doubt the 
lawsuits brought by collegiate 
stars have contributed to the 
generic player models and facial 
sorta-likenesses (of course, play- 
ers are identified only by position 
and number, not actual names), 
contributing to a very average 
presentation level. Tie-ins with 
CBS for March Madness tourna 
ments and ESPN for the Maui 
Invitational (that means a little 
Dick Vitale, baby!—for better or 
worse) add a sprinkling of TV- 
style intros and camera angles. 
Tweaks to the little details, 
such as only showing replays on 
certain scores, not every one, 
help give the whole flow a sense 
of momentum. And really, that’s 
what the college game is about. 
Get on a run and the momen- 
tum indicator ticks in your favor, 
raising the volume level, and 
seemingly opening new lanes and 
increasing your chances of drain- 
ing three-pointers (and forcing 
your opponent to call a timeout to 
calm it down). NCAA 10 controls 
fast and fluid on offense, with 
crisp passing. On defense, we 
executed a disproportionately 
high (but welcome) number of 
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See that coach on the sideline? Нез 
the most important player in this 
game. It's all about strategy. 


You'll see a broadcast-style presenta- 
tion, authentic as usual. 


steals with the right timing and 
blocked a surprising number of 
jump shots. 

Without the distraction (and 
egoism) of star power, and an 
emphasis on teamwork, pace, and 
movement that strains but doesn't 
break the Al, NCAA Basketball 
2010 is pick-up-and-play friendly 
for college game newcomers and 
hoops aficionados alike. Roh Smith 












PS3 PRICE: ESRB: 
PUBLISHER: DEVELOPER: 


e like the LEGO games a lot, but 

LEGO Indiana Jones 2 is the weak- 

est of the recent pack by a wide 
margin. It comes armed with bucket loads of 
charm, but there's barely an iota of slick 
design style to complement that personality. 
It’s like going to a concert where the band is 
really personable and has great stories 
between songs, but the actual music sounds 
like a middle school talent show. 

It's not that we expect a LEGO game to 

be easy, but too many times, LEGO Indy 2 
leaves the player unclear about what to do 
next. Virtually every puzzle scenario and boss 
encounter is lacking in guidance. Let's use 
the first boss as an example: Sure, we know 
switching between the two playable charac- 
ters enables you to stand on two buttons to 
fire a jet engine, and yes we learned we could 





PRICE: ESRB: PUBLISHER: 


DEVELOPER: 


here the Wild Things Are is 


LEGO Indiana Jones 2: 
~The Adventure Continues 


lasso foes, but where is the suggestion that 
the two go together in this encounter? It's the 
classic puzzle mistake: you have to figure out 
what the designers are thinking, not what your 
situation contextually tells you. Yes, we sussed 
it out eventually, but it's just more frustrating 
to play than it should be. 

That said, the content, which spans all four 


PRICE: ESRB: 


Indy's bullwhip 
will always be fun. 
Always. 





movies (starting with the fourth and weak- 

est) is vast and varied. And although combat 
largely consists of buttonmashing, and 
navigating in two-player co-op mode is often 
confusing, segments from all the series great- 
est moments will delight fans. Indy’s charisma 
wins out over weak design. Rob Smith 

















DEVELOPER: 


PUBLISHER: 


ay you're a warrior dropped into a feudal Japanese province. The 
samurai oppress the villagers, but those very samurai are hiring. So 
are the local bandits/rebels. With a handful of days to change everything, 
what do you do? To help you decide, this 

open-world adventure offers up a 

free-roaming world and a clockwork- 

like plot with several endings. 

The graphics, exploration, and 
swordfights all feel dated, but 
those with patience and a love 

of story will find this immensely 
rewarding. Mikel Reparaz 


basically Prince of Persia 
in footie pajamas. Young ruffian 
Max leaps, pole-swings, sails and 
glides around, smacking bugs of 
every kind and asking wild things 
to punch down a tree or throw him 
across a crevice. The crisis? Tenta- 
cled black ooze seeping from the 
ground threatens to engulf the island. It 
looks fine, but Max isn’t nimble enough and 
the simple action wears thin. Plus, 515 collectible items? That's a slog. 

Eric Bratcher 
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MX vs. ATV Reflex 











PS3 PRICE: ESRB: PUBLISHER: 
ight off, you'll notice two great things 
about MX vs. ATV Reflex. One is that 
the game, while not exactly beauti- 

ful, is far more technically impressive than 

Untamed in terms of its visuals and commu- 


DEVELOPER: 






Left-analog stick steers and R2 accelerates, 
sure, but the right stick enables you to shift the 
weight of your rider. For the 4-wheelers, it's a 
perfectly adequate system, no big deal. For the 





series — Reflex's 
control system 
is completely 
natural yet 
incredibly deep, 
and after riding 
for 10 minutes, 
we don't want to 
play motocross 
games with any 
other setup. 

Still, despite our 
love of the bike controls, 
we were less enamored with 

Reflex's unforgiving physics: you'll 
bail if someone so much as breathes heavily 
on you. Particularly in stadium races, the 
bikes are unbelievably packed together caus- 
ing wrecks at every turn. On the other hand, 
in outdoor races you can go whole minutes 
without seeing another vehicle. Additionally, 
Reflex's wildly uneven difficulty curve makes 
some events a breeze and others a study in 
broken bones...and controllers. 

Reflex's control scheme provides a fan- 
tastic simulation of what we believe off-road 
driving is actually like. It's just a shame that 
for all but the most experienced racers, that 
frequently translates to "multiple trips to the 









bikes though, it's an outright revelation. Leaning 
into hairpin turns, adjusting your bike's position 
relative to the ground — much like the Skate 


nicating an overall sense of speed. emergency room." Joe Newman 


Second, you'll love the new controls. The 
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PRICE: ESRB: PUBLISHER: 


DEVELOPER: PRICE: ESRB: 


PUBLISHER: DEVELOPER: 


his is one of those reviews we feel the need 
to open by pointing out the low price and 
the fact that this straight PS2-to-PSP port 
is meant to appeal only to that tiny group 
of people who love customizing combat 
mechs as much as gearheads enjoy 
tweaking engines in a high-end racing 
sim. If that's you, know that the depth 
is all here—along with the crippled 
controls, dated graphics, and the 
same brutal difficulty. For mech-loving 
masochists only. Alan Kim 


n PS3, Ghostbusters was a captivating mix 
of great graphics, creative gameplay (love 
the slime tether) and Bill Murray wisecracks. 
On PSP, it's a half-baked port of the 
already stripped-down PS2 version. 
Most of the humor is still intact, but the 
cartoony visuals and sound are glitchy, 
and using the face buttons to move the 
camera is a nightmare. Hey, develop- 
ers—we're not using a DualShock here: 
How about adjusting the gameplay to 
accommodate? Alan Kim 
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PSP PRICE: ESRB: Teen PUBLISHER: DEVELOPER: 
enka Bancho: Badass Rumble 
spotlights the time-honored tradi- 
tion of school trips, but instead of 

sightseeing and souvenirs, young 

bancho (ultimate ass-kicker) Takashi 

Sakamoto is concerned with one 

thing: beating the pulp out of all 

the other banchos in “Kyouto” 

(which is NOT Kyoto) for their 

respective class trips. 

Becoming the top bancho in 
Japan requires more than sheer 
badassery, though —you'll have 
to fight with honor, which means 
locking eyes with opponents (by 
holding the right shoulder button) 
and gaining the upper hand by talking 
smack with timed button presses. From 
there, it's all about overpowering your oppo- 
nent with a customizable set of punches, kicks, 
and special moves, and conquering Japan's 
45-plus banchos really is a matter of kicking 
ass and taking names. Once you've defeated a 
bancho, they'll become your peon, serving you 


in battle when called upon 
for backup. 
However, whether you'll be 
able to face all the other banchos 
depends on your clock management skills — 
you only have a week of in-game time to work 
with, and you'll lose precious hours traveling 
around Kyouto or recovering from lost battles. 
With the open-ended approach, you can do 
as much or as little as you want in a day, or 


simply skip ahead as desired. 

Sluggish combat drains a bit of excitement 
from the game, so fast-paced action junkies 
may look elsewhere, but the hilarious and 
irreverent dialogue, paired with solid visuals 
and a unique replayable game structure, 
make the quirky Kenka Bancho a worthwhile 
experience for PSP owners seeking some- 
thing truly original. Andrew Hayward 












PRICE: ESRB: PUBLISHER: DEVELOPER: 


vailable on PS2 as well as PSP, this grade-school brawler would 
be a poor choice even for players who don't think a cutesy, kiddie 
version of the Hulk is a sheer travesty. It skews really young—you 
can bang through by just hammering the 
Square and Triangle buttons, and 
the only real threat is boredom. 
The camera and tech specs are 
sub-par, and this PSP version 
is single-player only. There are 
better games out there, even 
for the youngest sprogs. 
Alan Kim 


































PRICE: ESRB: 
PUBLISHER: DEVELOPER: 


here's a trend among RPGs to be self- 

aware and cheeky, using personality to 
supplement dated gameplay. Adventures 
to Go! follows this trend, though it isn't quite 
as good at the ironic self-satire as many 
competitors. The solid-but-typical action is 
grid-based, turn-taking RPG strategy, both cus- 
tomizable and redundant. You'll need to decide for 
yourself if it's cool that the game discards story almost 
entirely—your character wants money, plain and simple. No 
princesses, but no crazy plot twists either. 


Alan Kim 
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Street Fighter IV FUEL 


TROPHY: Legendary Champion » Defeat Gouken and clear Arcade in Hardest TROPHY: Newton was 


right, after all! > 


Perform a massive jump and fall for 150 meters 
-A M E 


сас 
















Я 5 
Play as Zangief. It's cheap, but It'll take you about Defeat Seth, and To earn this Locate Redrock Look for the bridge Drive at full speed 
You'll need to spam the Lariat 10 minutes to get — you'll appear in the Trophy you have Bluffs on your thatleads out onto towards the gap 
execute one move. It forces through the whole Deserted Temple to find the highest map and seta the glass-floored and launch off the 
Perfect, three the AI to attack, Arcade mode, so stage against spot on FUEL's GPS marker. Take viewing platform. edge. The Trophy 
Ultra Combo which you can it's по too much — Gouken. Win, enormous map a chopper ride Keep an eye out will ping just 
finishes, and five then counter. of a hassle. and the Trophy and throw over to it if you've fora gap in the before you land. 
First Strikes. is yours. yourself off it. been there before. fence. 





Prototype TROPHY: Wrecking yard » Destroy 2,000 vehicles 


i F 





You can wait until the end of the game First, acquire a tank. Then head towards Smash through the traffic while As the cars pile up they become sitting 


to achieve this Trophy, or you can get somewhere busy like Times Square or simultaneously firing your cannon. The ducks. Keep repeating until you reach 
it right away. the streets around Central Park. chaos will cause a mighty gridlock. 2,000 and the Trophy pings. 





Resident Evil 5 TROPHY: Bad Blood > Give Wesker a beatdown 





You have to deal loads of damage on Track Wesker on the radar (he’s the Use one of the game’s Magnums for You can also shoot Wesker through the 


Wesker in your first encounter to get blue triangle) and get behind him. maximum damage. It'll take about gaps in the walls, but you'll get a nasty 
this Trophy. Wait until you go upstairs. Shoot him three or four times. three sequences before he's defeated. quick-time event if you're too close and fail. 





Ghostbusters TROPHY: 1 Love You When You Rough-House! > Do tons of damage 





Specifically, you need $10,000 worth of The trick here is destroying every- When you get to the main office get Make sure you reach the $10,000 mark 


damage in the office before you reach thing—even stuff you might not think rid of the minions and use your proton before you leave. Keep blasting until 
the roof and battle Stay Puft. counts (like windows). beam to blast everything. you hear the ping. 





X-Men Origins: Walverine TROPHY: Stick Around > Impale Victor Creed 


«s adi "T 





You'll need to toss Victor Creed (aka Wait until you get thrown into the park- Үои don't have to kill Creed this way to Get next to Sabretooth and press 
Sabretooth) onto one of the sharp bits ої та lot. There's a convenient piece of earn the Trophy — just stick him securely throw, holding the Left-analog stick in 
scenery outside the bar for this Trophy. wood sticking out of the building. at some point during the epic battle. the direction of the spike. Aim well. 
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PRICE: ESRB: PUBLISHER: 


Nobody does cute, quirky 

puzzle platformers quite 
like the Japanese and LocoRoco 
Midnight Carnival is no exception 
to the rule. Like its series’ 
predecessors, the blob-like 
LocoRoco must once again roll, 
bounce, and squeeze their way 
through vibrant, organic levels 
with the accompaniment of a 
nonsensical, but irresistibly 
enthralling soundtrack. The 
motivation? To thwart the 
irksome BuiBui and their 


DEVELOPER: 


insidious levels so the LocoRoco 
can get back to sleeping. Hey, we 
can relate. 

New to the gameplay equation 
is the super “Boing!” bounce that 
can be used to chain together 
higher and higher jumps and to 
propel you off walls. The levels 
now reflect a more challeng- 
ing platforming sensibility that 
requires precise mastery of the 
seemingly simple, but devilishly 
exacting “tap shoulder-buttons 
to jump and roll” controls to navi- 





Kawaii! (Cute, in Japanese.) Yes, we 
admit it, we’re Loco for Roco puffs. 


gate. But time also plays a factor, 
with your final score affected 
significantly for moseying and 
meandering through a level. 

With 16 standard and three 
bonus stages, plus two mini- 
games, and competitive and 
co-op ad hoc multiplayer, Midnight 
Carnival doesn’t skimp on content. 
Coupled with its unique, irresistible 
personality and invitingly low price 
point, there’s no reason this 
LocoRoco shouldn't bounce its 
way onto every PSP. Roger Burchill 





PRICE: ESRB: PUBLISHER: 


Madden NFL Arcade is to 

Madden NFL 10 as 3-on-3 
NHL Arcade was to NHL 09: It's 
an entertaining arcade respite 













DEVELOPER: 


from the rigors of simulation 
sports games. Madden Arcade's 
particular formula features 
five-on-five play on a narrower 
60-yard field where your team 
must score within four downs. 
That's right, there are no first 
downs. There's also no clock, the 
first team to 30 points wins. 

A complete NFL license means 
that you have a comprehensive 
collection of teams, players, and 
stadiums at your disposal. The 





graphics are 'tooned-up a bit and 
the playbook is very basic, but 
there are 13 “Game Changers” 
which impart special powers and 
effects (like freezing opposing 
players and flip-flopping the 
score) if you successfully execute 
a play when they come up. 
Madden Arcade's upside is that 
it’s a fun, easy-to-get-into experi- 
ence for Madden veterans and 
novices alike. Its downside is the 
price tag that seems about five 
bucks too high. But then, we don’t 
have EA Sports’ licensing bill to 
pay either. Roger Burchill 
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YEA You'll get full value 


for your money. 


NAY No legs, no fun, 
no value. 


PSone more time 


Can't miss classics— 
now available on PSN 


f 


PlayStationi 


Oddworld: 
Abe’s Oddysee 


PRICE: $9.99 ESRB: Teer 

As advertised, it’s odd. But 
the skinny, weaponless 
creature seeking to save his 
race is strangely endearing. 


PlayStation: 


Bon 


i 


Um Jammer Lammy 


PRICE: п 

Yes, there were music games 
before Guitar Hero. This 
follow-up to PaRappa the 
Rapper hits the right notes. 


"9 ull 
a 


Jumping Flash 2 
PRICE: $5.99 ESRB: Everyone 
Robbit the robot bunny faces 
off against Captain Kabuki in 
this surprisingly innovative 
3D platformer. 


PRICE: ESRB: 
PUBLISHER: 
DEVELOPER: 


More an interactive 

art piece than a game, 
-detuned lets you manipulate 
the visuals of a set environment 
along with the accompanying 
soundtrack or songs off your 
PS3 playlist. The overall impact 
ranges from amusing to curi- 
ous to disturbing, but you can 
sample most every effect in 
under a half-hour. The one ar: 
ment for purchase is that you 


PRICE: ESRB: PUBLISHER: 
Characters, control, and 
level design are the three 

main components of a good 

platformer. topatoi manages to 
get two out of the three right 
with its Gyroscopic Exploration 

Multi-dimensional Multi-terrain 

Apparatus (GEMMA) vehicle and 

levels that feature a fine mix of 


can easily pick up 10 Trophies in 
under 10 minutes, which equates 
to about 30-cents a pop. But if 
you want some artsy weirdness, 
Linger in Shadows is still the 
more compelling buy. 

Roger Burchill 


DEVELOPER: 


timed-jumping and puzzle-solving 
elements. GEMMA's name may 
seem contrived, but its unique 
handling properties offer a fresh 
gameplay experience. The one 
downside is the forgettable char- 
acters, but what do you expect for 
five bucks? Cameos from Sonic 


and Mario? Roger Burchill 


PRICE: ESRB: 
PUBLISHER: 
DEVELOPER: 


If you're not familiar with 

the original Digger, it's an 
'80s-era PC game that mixes ele- 
ments of Pac-Man and Dig Dug 
in a less memorable package. 
This update features enhanced 
HD graphics and plays as well as 
the original version (which is also 
included). But unless you have a 
certain nostalgic devotion to the 
original Digger, the old-school- 
style gameplay quickly seems 
repetitive. It's a solid effort, but 
seems about five bucks too mu 
for the clearer, crisper ride down 


memory lane. Roger Burchill 
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- Must-have add-ons from the 
PlayStation Store 


Batman: Arkham Asylum 
Prey In The Darkness 
_ Map Pack 


„ PRICE: Free ESRB: Teen 
A great game that does add- 
ons right: frequent and free. You 
must check out these two new 
challenge maps. 


Red Faction: 
| Guerrilla Smasher Pack 


PRICE: $4.39 ESRB: Mature 
Demolish everything with your 
armored walker in one new 

_ Wrecking Crew mode and eight 
new maps. 


FIFA 10 Live Season 2.0 
| All Leagues 


PRICE: $9,99 ESRB: Everyone 

Hardcore soccer fans need their 
weekly updates of players’ real- 
world performance and stats. 
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amazing track record. Last year, the VGAs is where Uncharted 2 and God 
of War ІІІ were both seen for the first time. 






We definitely aim to strike the right balance between celebrity talent 
and game developers. Last year, for instance, we had Will Wright on 
stage for a lifetime achievement award, along with developers such as 
Todd Howard (Fallout 3), Alex Evans (LittleBigPlanet), Cliff Bleszinski 
(Gears of War 2), Hideo Kojima (Metal Gear Solid 4), and even the guys 
from Rockstar Games. Games are absolutely created by teams, and 

I think that's reflected in the speeches by most winners who specifi- 
N cally call out their co-workers. And sometimes multiple members of 

X — the team come up to accept awards. For Fallout З and Gears of War 2, 
there were multiple acceptors on stage. 















































2rsonal Game of the Year so far (incluc 






x What's your p 
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i you'v 
| I'd have to say that Batman: Arkham Asylum and Uncharted 2: 
I ideogaming’s biggest TV night—the Spike Video Game Awards | Among Thieves have been my favorites. Batman was a sleeper hit 
show is coming to PlayStation Network. In anticipation of the | that came out of nowhere. The first Uncharted was a great game, 
show airing December 12th on Spike TV, we talk with the host of | but the sequel blows everything else out of the water. 


Gametrailers TV and Spike VGA’s Executive Producer, (Gi 





Іуеа in actu utting оп this show? 





How many people are in 
If you add it all up there are hundreds of people involved in the 
VGAs, from cameramen to producers to lighting technicians. But a 
team of around 10 to 15 folks from Spike puts on the core show— 





Geoff Keighley: That 5 part of it, but I also think the industry арсен they work year-round to make sure we deliver the biggest night of 
Spike’s investment in the videogame category. No other TV network has the year for gaming. And of course we couldn’t do it without the 
invested in the gaming space like Spike. Believe it or not, Spike came up support of the publishers and developers who create amazing 
with the idea for the VGAs before the network even had a name. We're world premiere trailers for the show. 


now in our seventh year of the VGAs, and four years ago added a weekly 


series that | host called GameTrailers TV. Spike is in 100 million homes, 

and the VGAs now air in over 65 countries around the world. So it's TO Б VDS DOWNL LOs 
definitely a powerful platform, made even more powerful by the amazing 

announcements and surprises the game publishers share with us. Tune - 










а ^ В Sie 
in on Saturday, December 12th at 8 PM to see what’s in store this year. bedi, А d ud Bes — 
дап те Боа \ f 
: itchi eally, v 
hat the come to ers and n Td kill for some E Г Petal 5 
the industry i years al H „shaving cream.” í A MN 
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The VGAs are the biggest night d the year for the gaming industry. It's 
a celebration of all the amazing games that have come out in 2009, and 
also a glimpse at the future of gaming. We've found that as much as 
gamers want to recognize the best games of the year, they really want 
a first-look and sneak preview of what's coming. We love surprising our 
audience with new game announcements and footage. 





The winners are jointly decided by an advisory board of the top game 
journalists (including the Editor in Chief of PlayStation: The Official Maga- 
zine) and the public, who vote online at GameTrailers.com. 








We are incredibly excited about this year’s slate of world premieres. | can’t 
say much, but let me tell you this: We're taking things a step further in 2009 
and plan to announce more than a half-dozen new games for the first time 
on the VGAs. The show is becoming more and more like E3, as publishers 
begin to tease their big titles for Fall 2010. As for how we book that great 
content, | spend the better part of six months talking to publishers and 
developers. It helps that we have a huge worldwide audience and an 
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Own anew computer for just 
$29.99* per week! 















Bad Credit, No Credit? No Problem! 
— —. There's no credit check, so you 
won't be turned down. 


If you can afford a weekly 
payment of just $29.99* for 
just 12 months, then you’re 
already approved for a 
brand new Dell™ or HP™ 
Computer, guaranteed. 





ACT NOW AND RECEIVE: 
In-Car GPS System 

Free MP3 Player 

Free Printer with select models 


Са! today to де! 
the computer of ~o em 
your dreams, and Give us a call today! 

improve your credit 1 -877-683-81 96 


at the same time. 
*Prices start at $29.99 but may vary by model. 
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[DOMINATE ON 


^. MODERN 
\ WARFARE 2 


vens 


A This month's 
conversation starter 


“Yes, | know the 
internet is the future, 
but right now most 
of the human race 
still live with other 





^^ MULTIPLAY DOH 

I've just finished reading your 
review for Demon's Souls —need- 
less to say I’m buying this one. 
But sadly, this is another game 
that reminds me how people 

who have no online access are 
ignored. It's a huge downer to 
read something like "online play 
is its core feature" in a review. 

| haven't read whether or not it 
has offline co-op, but if it doesn’t, 
I'm going to be beyond pissed! 
Developers can manage techno- 
logical feats like awesome online 
co-op, but decide not to give a 
simple offline option for two play- 
ers?! Multiple games are already 
guilty of screwing those who just 
want to keep playing with people 
they know and love instead of 
gambling on “Anonymous.” | 
remember when the focus was on 
playing a game with friends we 


1 am beginning to get very 
frustrated with game developers 
these days. They give us a taste 
of great games with splitscreen 
co-op for those of us who thrive 
on that aspect of gaming, and 
then they just rip it away like it's 
nothing. | was so looking forward 
to Resistance 2 when it was 
approaching release, but then 
was devastated to find that they 
had done away with one of the 
best splitscreen campaigns ever. 
Now, CoD: Modern Warfare 2 
appears to be doing the same. 

| fully understand the market- 
ing of online co-op and multiplay- 
er, but | have no interest in play- 
ing with a bunch of youngsters 
online. Nothing against them, but 
it's not my thing. My wife and I 
love to play games together, and 
there just aren't enough games 
out there that deliver the offline 


Remember kids, COUPLES 
THAT PLAY TOGETHER, STAY 
TOGETHER. Peace out. 

Greg Taylor, via email 


Once again, PS3 tries to destroy 
my home. Another soon-to-be- 
blockbuster, Uncharted 2 has 
multiplayer, but online only. What's 
with the glaring lack of quality 
two-player offline experiences? 
Back in the day, my younger sister 
and | played a LOT of DDR since 
that was the best two-player 
game out there and we had to 
“share” the PlayStation. Now, 

my fiancé and | fight over game 
time. Yes, | know the internet is 
the future, but right now most of 
the human race still live with other 
people! Think about it, how many 
parents are encouraged to buy a 
game because BOTH their kids 
can play at the same time? Wii, 


people!” => 


have HERE. WNeuronyx, via email 


multiplayer experience we want. 


anyone? Sabrina, via email 





TLIWWP (THIS LETTER IS 
WORTHLESS WITHOUT 
PICTURES) 
| have been reading your wonderful magazine 
since the start of my very emo puberty, almost 
10 years ago. Now a foxy 21-year-old honey, 
| decided to send in a few bullet-pointed com- 
ments, questions, anda 
loving hello. 
е | have just finished 
reading your Novem- 
ber issue. (Welcome 
back, Eric!) All| 
can say is, "Yay! 
Poster! OMG. 
Yay! Another 
poster!" Please 
continue to 
include more 
in your maga- 
zine in the 
future. 
* Teresa Dun 
[former PTOM 
Assistant Editor], you 
are rny hero. Being 
a hardcore female 
gamer myself, 
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you are a complete inspiration to me... 
You are cool and sophisticated, yet ador- 
able—and seem to review all the games | 
find myself infatuated with over the years. 
You motivate me to strive harder to make it 
into the game industry myself. *hug* 

* Your pink Final Fantasy cover [August 09 
issue] was the greatest game cover | have 
probably ever seen. So | became incredibly 
distraught and depressed after reading the 
next issue containing mixed, but mostly 
negative responses towards it—followed by 
your promise to never have such a cover 
again. No!!! You've teased me with the 
most delicious cupcake that | shall never 
taste again?! 

* | severely miss your swimsuit issues. 

* Since you have now been "Official" for a while, 
are you guys ever planning to include the free 
game demo discs that the old mag did? Is ita 
price issue? I really, really, loved those! 

* Please start including some fan-art back 
into your pages again. | always loved 
that too. 

* You guys should create some hot merch for 
us fans to attire ourselves in. 

Much love to you all! 

Kimberlee Catena, via email 


PlayStation. The Official Magazine 


Thanks, Kimberlee. Your letter epitomizes the 
kind of feedback we like to receive: 
* You appreciate our largesse. 
* You compliment a staff member (although 
she did abandon us to go make games). 
* You accurately assess our creativity. (Don't 
worry, we're planning on using Chartreuse 
on a cover soon— once we figure out what 
color it really is.) 
You're female and you want a swimsuit 
issue. Awesome. 
You bring up issues we complain to our 
bosses about—at which point we discover 
that we could either have a disc and 
cool merch, or our 
salaries. 
But most of all, we like 
the fact that you'rea 
foxy 21-year-old honey 
who's writing to us. So 
much so that you're 
the first person to 
receive an actual prize 
for being our Letter of 
the Month. The rest of 
you quit grumbling... 
you'll have another 
chance next month. 


Kimberlee wins a 
C-3PO 2GB USB Flash 
Memory Drive courtesy 
of Mimobot.com. 











2VIN LEARIN Ш 
Гата proud owner of a 60GB 
PS3 and over the past couple 
of years | have accumulated 
many games and downloaded 
add-ons, updates, and even 
purchased videos for my PS3. 
Recently | noticed that my 
available hard drive space was 
at 11GB and therefore | needed 
to upgrade. Boy, was | excited 
when | came across the “How 
to upgrade your PS3 hard drive” 
article in your October issue. 
| followed all the instructions 
posted but encountered a big 
problem when | tried to re-install 
the videos | had backed up. 
| was able to re-install them 
on my new 500GB hard drive, 
but when | went to play them 
| was greeted with a message 
stating that the copyright for 
these videos was invalid. When | 
contacted Sony for an expla- 
nation, they stated that any 
purchased video content had a 
copyright that was only valid on 
the hard drive at the moment of 
purchase, and that if | wanted to 
view these videos again, Га have 
to reinstall my old hard drive or 
re-purchase the videos for my 
new drive. Luckily, | only had 
a few Robot Chicken episodes 
and a couple of movies, but how 
about those other PS3 owners 
that have their hard drives full of 
videos? On Sony's behalf, they 
do state this in their terms and 
conditions (somewhere) and they 
were quick to point out that | 
had agreed to these terms. 

My biggest gripe is that nowhere 
in YOUR article do you guys give 
any kind of warning. Now | know 
that there are a lot of PS3 own- 
ers that will upgrade their hard 
drives soon enough, please let 
other PS3 owners know about 
this before they scrap their old 
hard drives. Raul Bahena, IL 








For the November issue Face to 
Face story... totally agree with 
Roger! ROGER WINS!!! If there 
is less content the price should 
come down. | personally love a 
long game that | can really get 
into —that's why RPGs exist. 
| don't think that every game 
should be long, but | certainly 
don't think that every game 
should be 10 hours or less just 
because the amount of entertain- 
ment you get from it is equal to 
that of a movie (per hour any- 
way). l'Il bet that if Rob went to 
his favorite fast food joint and he 
received only half a burger and 
half of his fries for the same price 
as a full meal, he'd be livid. (Yes, 
| said livid.) It's the same with 
games: Don't make short chang- 
ing gamers an industry standard. 
Antoine, via email 


| think а game that only gives you 
six to 10 hours of gaming is a 
waste. | would only rent such 
a game. Rick Cole, LA 


My money's with Rob, 100- 
percent, though depending on 
your core audience | may be 
in the minority. Frankly, as an 
old-school gamer, | find Roger's 
comments rather shortsighted. 
We thirty-something gam- 

ers, and there are a lot of us, 
shed a nostalgic tear toward 
some of our favorite childhood 
experiences with our chosen 
game systems. Between 1985 
and 1993, | must have played 
somewhere in the order of one 
thousand games; and many 
through to completion. Is this 
unique? Absolutely not; all the 
kids were doing this. 

In the last eight years, | have 
probably only played one-tenth 
this amount at best, and most 
of these experiences were very 
cursory. What an unfortunate 
paradox of adulthood — you now 
have the ability to pay for the 


THE TRUTH REVEALED 


In your Face to Face story, Rob and Roger are boxing about the 
length of games. A couple friends at my work saw the picture of the 
two boxers with Rob and Код з faces on them. They are big sports 
buffs, and | am a game buff, so they asked whose bodies were 
used in that photo. | said it was from Fight Night Round 4 so it's 
definitely Muhammad Ali and Mike Tyson. They then went into their 
spiel about knowing everything about sports and said that there 
was no way the two boxers | named were in that picture. 

They say its either Evander Holyfield and someone else, or George 
Foreman and someone else. So can you guys print a picture of the 
actual screen shot without your faces so we can settle this? 

Daniel Brumley, via email 


Eddie Chambers vs. Lennox Lewis 


A^ 


Ем 





pastime you love, but there are 
far too many other obligations 
that eat away your leisure time. 
Brian Novosel, via email 


| agree to some extent with both 
Roger and Rob. The way | see Rc 1 Roger's bout ove 
it, the argument on game length t 
is flawed. Anyone who’s been 
playing videogames for more 
than a decade (in my case two) 
knows that game length has 
no norm. | play games for the 
story and only play them once, 
regardless of replay value or 
multiple endings. | keep only a 
choice group of franchises with 
the expectation I will finish them 
or replay them again. The big- 
ger concern shouldn’t be game 
length by time, but by quality of 
the experience. Maybe six hours 
of Fallout 3 is plenty to some 
and perhaps that same amount 
of time on Heavenly Sword is too 
long. Ultimately the consumer 
will decide what’s and isn’t 
worth their time. 

Jesse Holt, via email 





Your one-sentence Blu-ray 
“review” of Dollhouse: Season 
One [Nov. 09 issue] was the sin- 
gle most infuriating thing | have 
ever read in PTOM! | ask you one 
question... Have you actually 
watched the show? It’s really 
good! So with all the crap reality 
TV these days, why do you diss 
a good show? Maybe you guys 
should stick to what you’re good 
at and just review games. 

Ryan, via email 
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Our December issue Reviews Intro 
page contest winner is Zhenlong 

Li from New York. All three images 
depicted famous wrestlers starring 
in movies and reflected the quality of 
their performances. 





The first photo displays Fezzik 
(played by WWF wrestler Andre the 
Giant) from The Princess Bride. The 
movie is legendary for its humorous 
take on classic fairytale-type stories 
and Andre the Giant did a superb job 
portraying Fezzik in the film. 


ei m 





The second in this series is retired 
pro-wrestler Dwayne Johnson (aka 
The Rock) in The Scorpion King. 
While the Rock’s portrayal was pass- 
able, the film was mediocre at best 
and didn’t live up to the expectations 
of a Mummy-series spin-off. 


The last image is the wrestler Hulk 
Hogan in Mr. Nanny. His character, 
Sean Armstrong, must babysit two 
mischievous kids in order to get 
access to some computer chip. The 
strength of this film should have 
been its comedic elements at which 
the Hulk failed miserably. 
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eyes, he replied, “1 realiz 
people worship at the church 
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Ily dull writing, 
Dollhouse is for you. However, 
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since it did ake it 





toasec son, | 
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10 TO 
l've been wondering about 
something that has me (and I’m 
sure many gamers) perplexed. | 
see it time and time again. | find 
that whatever game | am reading 
about in a magazine preview 
sounds like a worthy play. Then 
lo and behold, the game comes 
out and it gets a crappy review. 
| find it very hard to believe that 
you don't know that a game is 
crap when you're previewing it. 
Frank, via email 
To be honest, we often dc 





know 
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Гат getting messages from 
friends on PSN that Sony has 
confirmed that they will begin 
charging for online play on 
01/12/09. Now I caught the 
2009, but in every rumor there is 
a shred of truth. Is there any kind 
of indication that this may hap- 
pen now or in the near future? | 
stopped buying Xbox Live and 
went all PS3 cause of the free 
online play. Any kind of reas- 
surance you can give me will be 
greatly appreciated. 

Eddie, via email 







“What did you say about our 
game in your whiny little 
preview, punk?” 


We welcome reader photos, letters, and stories (“Submissions”), however, we cannot promise to publish any Submission and none will be returned. Neither PlayStation: The Official Magazine 
("РТОМ") nor Future US, Inc. shall be liable for loss or damage to any Submission. By sanding In your Submissions to PTOM you represent and warrant that you own or otherwise have all necessary 


rights to the Submissions to allow us to publish them in РТОМ and as follows. You grant PTOI 


а worldwide, royalty-free, perpetual, irrevocable, non-exclusive right and fully sub-licensable license to 


use, copy, distribute, publish, modify, adapt, translate, and store, your Submissions, in any form, format, or medium, of any kind now known or later developed and to use your name, likeness, and any 
other information In connection with the use of the Submission you provide. 





PlayStation 


you choices on whether you 
want to become a hero or a vil- 
lain (i.e. Infamous), which path 
do you take? Do you replay the 
game going the other route after 
you finish the game? 

George Malfavon, CA 


ays start out try- 





BATT TOT Г H 
In the December issue, а reader 
named Javier voiced his disgust 
of hip-hop in videogames, but 
he advocated for more death 
metal. While he bashed rap for 
focusing on money, girls, and 
cars, he wants to hear music 
that advocates skinning your 
grandmother and wearing her as 
a coat or proclaiming Satan as 
your lord and master. | think PII 
take money, cars, and girls over 
Satan and skinning granny any 
day of the week. 

Tical2399, via email 


That’s why we prefer Pol All 





he fun, zero ne: 





INT 
What is with all of the games 
coming out so fast? Every 
time | get a game for my PS3 
a new one comes out before | 
can finish the old one. Then | 
play the new one and forget all 
about the old game. I still have 
many games that | have left 
unplayed for months to a year. | 
still haven't finished Assassin's 
Creed, Resistance 2, Burnout 
Paradise, and | haven't even 
started Fallout 3 and GRID. | 
know they are all good games 
but | just can't keep up. 

John Looney, via email 
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! will never buy a bad game again 1 will never buy a bad game again 
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Video Game Rentals 
Over 7,000 titles - No late fees - Free shipping 
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